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PREFACE. 

The learned who have extended their 
researches to the origin of Chesfi^ 
hare discovered through the ob^wity 
of aockat histprf ^ traces of it at the 
most remote periods. Among tb^ 
modems^ this game has always been 
nmy^raally cokiyated^ and treatui^ 
written cm it in ahnont ?very laor 
guage. Each of these works has its 
peculiar merits - that of the Caiahvis 
tMehes xm ik§firt of laying, snares to 
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catch an uncautious adrersary^ and to 
take advantage of his short-sighted 
avidity; from Stamma we learn to 
extricate ourselves from the most des- 
perate situations^ and to overcome 
our antagonist hy schemes as it were 
magical; Philidor opposing to his 
adversary an impenetrable barrier, by 
skilfuUy advancing his pawns in such 
a manner as to support each other, 
like steps, has shown ui^ the resources 
which an able player may find in 
pieces, which, though originally of the 
least value, may eventually become 
the most important of the game. 

But notwithstanding the many and 
voluminous treatises extant on this 
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subject, it is not so much by the study 
of books, as by actualpractice at play, 
that great proficiency has been .ob- 
tained ; and it may be premised, that, 
althongh few, evea where snch is their 
favorite pnrsnit, have sufficient leisnre 
or inchnation to play entire games 
from a book ; many may wish to con- 
sult and examine those critical situa- 
tions and masterly moves which owe 
their origin to eminent players. 

Of this description are the greater 
part of the situations contained in this 
collection, which was made by mem*- 
bers belonging to the principal Chess 
clubs at Paris, under whose sanction 
and patronage it was originally pub- 
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lished : and as the work has met with 
the most extensive circnlation and soc^ 
cess on the continent^ and has since 
been revised by accomplished players 
in this conntry^ who have borne testi- 
mony to its merits^ the inducement to 
publish a translation of it was too 
great to be neglected^ especially as 
some considerable improvements in 
the mode of illustrating the subject 
are now adopted. They are princi- 
pally these: instead of designating 
the pieces^ as in the French work^ 
by alphabetical letters printed on the 
plates^ engravings of the pieces them- 
selves are substituted^ and the critical 
moves^ instead of being separated from 
the situations to which they refer^ 



are now more folly and plainly de- 
scribed. 

But as many of these sitnations 
are in reality so many problems^ the 
solution of which is required to be 
founds recourse should not, in this 
case^ be had to the description of the 
moyes, until every previous endeavour 
to play the game proposed^ without 
their assistance, has failed. 

And it is hoped that this publica- 
tion in which such considerable im- 
provements have been made, will fully 
amwer the design intended ; viz. to 
afford amusement and instruction, and 
stimulate those players who have hi- 
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therto made but liide progress^ to 
devote a portion of their leisure to 
the practice of a game^ susceptible of 
the greatest ingenuity and of endless 
variety. 



INTRODUCTION 



THE GAME OF CHESS. 



This game is played on a board with thirty- 
two pieces^ of different forms^ denominations^ 
and powers^ divided into two colours or parties. 
The chess-board contains sixty-four squares 
chequered black and white. The king and his 
officers^ being eight pieces^ are ranged at dif- 
ferent ends upon the first lines of the boards a 
white corner of which is to be placed towards 
the right-hand of each player. 

The white king must be upon the fourth a 
black square^ at one end of the boards reckon- 
ing from the right : the black or red king upon 
the fifth a white square^ at the other end of the 
board; opposite to eteh other. The white 
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queen must be upon the fifth a white square, 
on the left of her king. The black queen upon 
the fourth a black square^ on the right of her 
king. The bishops must be placed on each 
side of their king and queen. The knights on 
each side of the bishops. The rooks^ in the 
two comers of the board, next to the knights $ 
and the eight pawns, or common men^ upon 
the eight squares of the second line; {See 
Erontispiece.) 

The pieces, and pawns, on the side of each 
king, take their names from him, as those on 
the side of the queen do from her,, and «fe 
called the black or white king's bishop; the 
king*s knights ; the king's ropks 3 the king's 
pawns ; the king's bishop*s pawns ; the kin^a 
knight'^ pawns ) the king's rook's pawns ^ the 
black or white queen's bishops; the queen's 
knights; the queen's rooks; the queea's 
pawns; the queen's bishop's pawns; the 
queen's knight's pawns ; and the queen's rook's 
pawns. The squares are named from the 
pieces, viz. where the king stands, is called 
the square of the king: where his pawn 
stands, is. called the second sqiuue of thf 
Hmgi that before the pawA is called the thiirf 



square of the kipg; that beyond it ia called the 
fourth square of the king ; and so of all the 
rest. 

The kings move every way, but only one 
square at a time (except in the case of castling), 
and must always be at least one square distant 
from each other. The king may leap once in 
the game, either on his own side, or on the side 
of his queen, (vis. the rook is moved into the 
next square to the king ; and the king moves 
to the square on the other side of him, which 
is also call^ castling j) provided nevertheless 
no piece is between him and the rook $ nor 
after this rook hath been played ) nor after the 
king hath been moved ; nor when the king is 
in check ; nor when the square over which he 
means to leap is viewed by an adverse man, 
who would check him in his passage. 

The queen possesses the moves and powers 
of the rook, and bishop, in a straight line, and 
also angularly. 

The bishops move only angularly, backward 
or forward. In the same colour as each are at 
first placed, but can take at any distance when 
the road is open. 

The knights move obliquely, backward or 



forward^ upon every third flquare^ including 
that which they stood od> from bhick to 
white^ and from white to black, over the 
heads of the men, which no other is allowed 
to do. 

The rooks move in a right line, either 
forwards, backwards, or sideway, through 
the whole file, can stop at any square, and 
take at any distance when no other piece in- 
tervenes. 

A pawn moves one square at a time, in a 
straight line forward, and takes the enemy an« 
gularly. He may be moved two squares the 
first move, but never backwards, and is prohi- 
bited from quitting his own file, except in case 
of making a capture, when he is moved into 
the place of the captive, and afterwards ad- 
vances forward in that file. 

If the square over which any pawn leaps is 
viewed by an adversary, that man may take 
the pawn, and then must be placed in the square 
over which the pawn hath leaped. A pawn get- 
ting to the head of the board upon the first line 
of the enemy (stiled going to queen) may be 
changed for any one of the pieces lost in the 
course of the game, and the piece chosen must 



l)e placed on the sqaare at which the pawn had 
arriTed. 

The men can take the adversaries who stand 
in their way, provided the road lies open ; or 
they may decline it, and must be set down in 
the same squares from which the contrary men 
are taken. 

When the adversary's king is in a situation 

to be taken by you> you must say check to him ; 

by which you warn him to defend himself^ 

eitiier by changing "his place^ or by covering 

himself with one of his own men^ or by 

taking the man who assaults him : if he 

ean do none of these things^ he is check-mated 

and loses the game. The king cannot 

change his square^ if he by so doing goes into 

check; and when he has no man to play^ 

and is not in cheeky yet is so blocked up^ 

that he cannot move without going into 

check, this position is called a stale-mate, and 

in this case the king, who is stale-mated, wins 

the game. 

Many chess players give notice when the 

queen is in danger of being taken, by saying 

check to the queen. 

The board is technically called the ex- 
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cheqaer^ the squares are stiled houses^ the 
ranges of which in a straight line> from right 
to left> are denominated ranks^ and perpen- 
dicularly from one player to the other are 
files. 



DIRECTIONS 



PLAYING THE GAME. 



1. Move your pawns oefore your pieces, 
and afterwards bring out the pieces to support 
them 5 therefore the king's^ queen* s> and bi- 
shop's pawns should be the first played^ in 
order to open the game well. 

2. Do not, therefore, play out any of your 
pieces early in the game, because you thereby 
loose moves, in case your adversary can, by 
playing a pawn, make them retire, and also 
opens his game at the same time ; especially 
avoid playing your queen out, till your game 
is tolerably well opened. 

3. Avoid giving useless checks, and never 
give any unless to gain some advantage, be- 
cause you may loose the move if the adversary 
can either take or drive your piece away. 
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4. Nerer crowd your game by having too 
many pieces together, so as to prevent advanc- 
ing or retreating your men as occasion may 
require. 

5. If your game happens to be crovrded^ 
endeavour to free it by exchanges of pieces or 
pawns^ and castle your king as soon as conve- 
nient ; afterwards bring out your pieces, and 
attack the adversary where weakest. 

6. When the adversary phiys out his pieces 
before his pawns, attack them as soon as you 
can with your pawns^ by which you may crowd 
his game, and make him lose moves. 

7. Never attack the adversary's king with- 
out a sufficient force j and if he attacks yours, 
and you cannot retaliate, offer exchanges ; and 
should he retire, when you present a piece to 
exchange, he may loose a move. It also may 
sometimes be expedient to act in this manner 
in case of other attacks. 

8. Play your men in guard of one another, 
so that if any be taken, the enemy may also be 
captured by that which guarded yours, and en- 
deavour to have as many guards to your piece 
as your adversary advances others upon it 5 and 
if possible, let them be of less value than those 
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he aasaSs with. When you cannot .well rap- 
port yoar piece^ see if by attacking one of his 
that is better, or as good, you may not thereby 
saTe yours. 

9. Never attack but when well prepared, 
for thereby you open your adversary's game, 
and prepare him to pour in a strong attack 
upon you, as soon as your weak one is over. 

10. Never play till you have examined 
whether you are £ree from danger by your ad- 
versary's last move ; nor offer to attack till you 
have considered what harm he would be able 
to do you by his next moves, in consequence 
of yours. 

11. When your attack is in a prosperous 
way, never be diverted from it by taking any 
piece, or other seeming advantage, your adver- 
sary may purposely throw in your way, with 
the intent that by your taking the bait he might 
gain a move which would make your design 
miscarry. 

12. When in pursuing a well laid attack, 
you find it necessary to force your adversary's 
defence, with the loss of some pieces; if, upon 
counting as many moves forward as you can, 
you find a prospect of success, sacrifice a piece 
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or two to gain your end : these bold attempts 
make the finest games. 

IS. Never let your queen stand so before 
the king^ as that your adversary^ by bringing 
forwards a rook or a bishop, might check your 
king if she was not there, for you could hardly 
saTe her, or perhaps at best must sacrifice her 
for an inferior piece. 

14. Let not your adversary's knight fork 
your king and queen, or king and rook, or 
queen and rook, or your two rooks, at the same 
time ; for in the two first cases, the king being 
forced to go out of check, the queen or the 
rook must be lost 3 and in the two last a rook 
must be lost, at best, for a worse piece. 

15. Take care that no guarded pawn of 
your adversary fork two of your pieces : knights 
and rooks are particularly liable to this mode 
of attack ; also guard agunst either a check by 
discovery, or a stale-mate. 

^ X6. When the kings. have castled on dif- 
ferent sides of the board, attack with the pawns 
you have on that side where the adversary has 
castled, advancing the pieces, especially the 
queen and rooks, to support them ; and if the 
adversary's king has three pawns on a line in 
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front, he should not slur them till forced to * 
it. 

17. BndeaTonr to have a move in ambus* 
cade ^ that is^ place the queen, bishop, or rook 
behind a pawn, or a piece, in such a manner, 
as upon playing that pawn, or piece, you dis- 
cover a chedi upon your adversary's king, and 
consequently may often get a piece, or some 
other advantage by it. 

18. Never guard an inferior piece or pawn 
with a better, if you can do it with a pawn, 
liscattse that better piece may in such a case 
be, as it were, out of play. 

19. A pawn pushed on, and well supported, 
often costs the adversary a piece j but one se- 
parated from the others is seldom of any 
valiie. And whenever you have gained a pawn, 
or other advantage, and are not in danger of 
losing the move thereby, make as frequent 
exchanges as yoii can. 

20. If each player has three pawns upon 
the board, and no piece, and you have a pawn 
on one side of the board, and the other two on 
the dther side, and your adversary's 3 are. op- 
posite to your 2, march with your king to 
take his pawns -, and if he moves to support 

D 
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theni> go on to queen with your single pawn ; 
and if he attempts to hinder it^ take his pawns^ 
and push yours to queen $ that is to move a 
pawn into the adversary's hack row^ in order 
to make a queen^ when the original is lost. 

91. At the latter end of a game^ each party 
having only three or four pawns on different 
sides of the boards the kings are to endeavour 
to gain the mdve^ in order to win the game. 

29. When the adversary has no more than 
his king and one pawn on the boards and you 
a king only, you can never lose that game if 
you bring and keep your king opposite to your 
adversary's, when he is immediately either be- 
fore oi* on one side of his pawn, and "only one 
hoase between the kings. This must then either 
be a drawn game, or if the opponent persists 
in his endeavours to win, he will lose by a stale- 
mate, by drawing you upon the last square. 

93. When your adversary has one pawn on 
the rook's line, with a king and bishop against 
a king only, and his bishop is not of the colour 
that commands the corner-house his pawn is 
going to, if you can get your king into that 
corner, you cannot lose that game> but may 
win by a stale-mate. 
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24. When you have only your queen left in 
play, and your king happens to he In the pofti- 
tion of stale-mate, keep giving check to your 
adversary's king, always taking care not to 
check him where he can interpose any of his 
pieces that make the stale. : so doing, you will 
at last force him to take your queen, and then 
you win the game by being in stale-mate. 

25. Never cover a check with a piece that 
a pawn pushed upon it may take, for fear of 
only getting that pawn for it 

26. Do not crowd your adversary's king 
with your pieces, lest you inadvertently give a 
stale-mate. 

27. Do not be too much afraid of losing a 
rook for an inferior piece ; although a rook is 
better than any other, except the queen, yet it 
seldom comes into play, so as to operate, until 
the end of the game; and it is generally better 
to have a worse piece in play than a superior 
out. 

28. When you have moved a piece, which 
your adversary drives away with a pawn, that 
is a bad move, your enemy gaining a double 
advantage. At this nice game no move can be 
indifferent. Though the first move may not 
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be much^ between equally good players, yet 
the loss of one or two more, after the first, 
makes the game almost irretrievable : but if 
you can recover the mqve, or the attack (for 
they both go together) you are in a fair way of 
winning. 

89. If ever your game is such, that you 
have scarce any thing to play, you have either 
brought out your. pieces wrong, or, which is 
worse, not at allj for if you have brought 
them out right, you must have variety enough. 

SO. Don*t be much afraid of doubling a 
pawn : two in a direct line are not disadvanta- 
geous when surrounded by three or four others. 
Three together are strong, but four that make 
a square, with the help of other pieces, well 
managed, form an invincible strength, and 
probably may produce you a queen: on the 
contrary, two pawns, with an interval between^ 
are no bettf^ than one i and if you should have 
three over each other in a line, your game can- 
not be in a worse situation. 

31. When a piece is so attacked that it is 
difficult to save it, give it up, and endeavour 
to annoy your enemy in another place ; for it 
often happens, that whilst your adversary is 
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pursuing a piece, you ^tber get a pawn or 
two» or such aditaation as ends in his destruc- 
tion. 

32. Sqpposing your queen and another 
piece are attacked at the same time> and by re- 
jQOving .your queen, you must lose the piece, 
if you q^n get two pieces in exchange for her, 
rather do that than retire; for the difference is 
more than the worth of a queen j besides you 
{Hi^eserve your situation, which often is better 
than a piece j when the attack and defence are 
thprougUy fonoed, if he who plays first is 
obliged to r^ire by the person who defends, 
that generally ^nds in the loss of the game on 
the. side of him who attacks. 

53. Do not aim at exchanges without 
reasQU)- a good player will take advantage of 
it,. to spoU your situaUon, and mend his own: 
but. when you are strongest, especially by a 
piece, and have not an immediate check- mate 
in Tiew, then every time you exchange, your 
advantage increases. Again, when you have 
played a piece, and your adversary opposes one 
to you, exchange directly, for he wants to re- 
move you : prevent him, and do not lose the 
move. 
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S4, Every now and then examine your 
game, and then take measures accordingly. 

35. At the latter end of the game, especially 
when both queens are off the br>ard, the kings 
are capital pieces, do not let yonrs be idle; It is 
by his means, generally, you must get the move 
and the victory. 

36. As the queen, rooks, and bishops ope- 
rate at a distance, it is not always necessary in 
your attack to have them near your adversary's 
king 3 they do better at a distance, cannot be 
driven away, and prevent a stale-mate. 

37. When there is a piece you can take, and 
that cannot escape, do not hurry; see where 
you can make a good move elsewhere, and take 
the piece at leisure. 

38. It is not always right to take your ad- 
versary's pawn with your king, for very often it 
happens to be a safeguard and proteetion to 
him. 

39. When you can take a man with different 
pieces, consider thoroughly with which you had 
best take it. 
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APPLICATIONS TO SOME OF THE FOREGOING 
RULES. 

I. Whbthsr you play the open or close game, 
bring out all your pieces into play before 
you begin the attack ; for if you do not, and 
your adyeisary does, you will always attack, or 
be attacked, at a great disadvantage 3 this is so 
essential, that you had better forego an advan- 
tage than deviate from it ; and no person can 
ever play well who does not strictly practise 
this. In order to bring out your pieces proper- 
ly, push on your pawns first, and support them 
with your pieces, thereby your game will not 
be crowded, and all your pieces will be at liberty 
to play and assist each other, and so co-operate 
towards obtaining your end : and either in your 
attack or defence, bring them out so as not to 
be driven back again. 

8. When you have brought out all your 
pieces, which you will have done well, if you 
have your choice on which side to castle ; then 
consider thoroughly your own and adversary's 
game, and not only resolve where to castle, but 
likewise to attack where you appear strongest. 
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and your enemy weakest. By this it is probable 
you will be able to break through your adver- 
sary's game, in which some pieces must be ex- 
changed. Now pause again and survey both 
games attentively^ and do not let your im- 
petuosity hurry you on too far; at this critical 
juncture (especially if you still find your adver- 
sary pretty strong) rally your men, and put 
them in good order for a second or third attack, 
still keeping your men close and connected, so 
as to be of use to each other. For want of this 
method, and a little coolness, an almost sure 
victory is often snatched out of a player's hands, 
and a total overthrow ensues. 

3. At the last period of the game, observe 
where your pawns are strongest, best connect- 
ed, and nearest to queen, likewise mind how 
your adversary's pawns are disposed, and com- 
pare these things together^ and if you can get 
to queen before him, proceed without hesita- 
tion 3 if not, hurry on^ith your kingto preisent 
him : I speak now, as supposing all the noble- 
men are gonej if not, they are to attend your 
pawns, and likewise, to prevent your advereary 
from going to queen. 
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SOME OTHER DIRECTIONS BY AN AMATEUR. 

1. The principal art* consists in the nice conduct 
of the royal pawns; in duly supporting them 
against every attack; and, when they are taken, 
supplying their places with others equally well 
supported. 

9. The royal pawns, after. the first moves, 
should not be rashly pushed on before your ad- 
versary's king has castled ; otherwise he would 
castle on your weakest side. 

3. Pawns on a front line, when judiciously 
supported, greatly obstruct the adversary's 
pieces from entering your game, or taking an 
advantageous situation. 

4. When you have two pawns on a front 
line, neither should be pushed forward until 
the adversary proposes to exchange, then in- 
stead of doing that push on the attacked pawn. 

5. Dispose your pawns so as to prevent, if 
possible, the adversary's knights from entering 
into your game. 

6. When your pawns are separated from the 
centre, strive to increase ^e number on the 

B 
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strongest side; and when you have two in the 
centre^ endeavour to unite there as many as you 
can. 

7. One or two pawns for advanced at the 
commencement of a game, may be looked upon 
as lost, unless very well supported. 

8. Until the bishop's pawns have been ad- 
vanced two squares, the knight should not be 
placed on the bishop's third square, else those 
pawns would thereby be hindered from sup- 
porting others. 

9. So long as a direct attack on the adver* 
sary*s king- is not likely to prosper, strive to 
capture or exchange those men who would pre- 
vent it. 

10. Whenever you can make an opening 
with two or three pawns on the adversary's king, 
you then are almost sure of the game. 

11. If ever the strength of your game con- 
sists of pawns, strive to take the adversary's 
bishops, because they, much more than the 
rooks, could prevent the advancement of your 
pawns. 

IS. While you meditate an attack, endea- 
vour to keep your king so situated that he may 
castle when you please. 
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IS. When more than one of your adver- 
sary's men are in your power^ rather in cap-^ 
turing them be guided by the worth each 
may be of at that period of the game> than by 
its abstract value^ and act on the same prin- 
ciple when two of yours are so attacked that 
you most give up one of them* 

14. Prevent your adversary from getting 
prematurely among your pieces^ otherwise his 
knights and bishops, supported by the pawns^ 
and occasionally by the queen^ may decide the 
game, while only part of your force is engaged. 

15. At the beginning of a game, guard 
against the adversary's king's bishop attacking 
your king*s bishop's pawn; and as the king's 
bishop is a most dangerous piece to form an 
attack^ strive to exchange your queen's bishop 
for it^ or otherwise get quit of it as soon as you 
can. 

16. Hinder the adversary from doubling his 
rooks, especially if there's an opening in th,e 
game. 

17« Endeavour to move the king to a 
square where one of the adversary's pawns will 
. protect him from the rook. 

18. When you have a chain of pawns foU 
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lowing each other obliquely, preserve^ if pos- 
sible^ the leader. 

19* After each move of the adversary, con- 
sider attentively what view he can have in it, 
and whether it disconcerts your plan^ if it 
does, remove the evil before you proceed, else 
while you are only intent on the attack, you 
may be taken by surprize. 

20. In order to overthrow the adversary*s 
schemes, you must often play against the ge- 
neral rules in the defence, but seldom need act 
so in the attack. 

91. Avoid changing the king's pawn for 
the adversary's king's bishop's pawn, or the 
queen's pawn for the adversary's queen's 
bishop's pawn, because the royal pawns, occu- 
pying the centre, prevent in great measure the 
adversary's pieces from injuring you. 

22. A knight, supported by two pawns, nn-* 
less the adversary can push on a pawn to attack 
him, will prove so incommodious that he must 
be taken by a piece, and you gain the advan- 
tage of reuniting the pawns. 

S3. Circumstances sometimes will require 
you to give check, even when you have not 
check-mate in view ; as to drive the adversary's 
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king into a worse situation, or to compel him 
to leave a superior piece unguarded, or to take 
away his priyilege of castling, or to save one of 
your own pieces. 

' 24. While you aim at giving check-mate, 
and all your pieces are employed, be very care- 
ful lest your king is check-mated by a single 
move of the adversary; and if ever you perceive 
a probability of the adversary giving you check- 
mate, be doubly cautious of every move; a 
wrong piece moved, or even a right one into a 
wrong square, may ultimately prove fatal. 

25. By castling a double advantage is gain- 
ed at once, that of removing the king into a 
more secure or advantageous situation, and also 
bringing the rook directly into play. 

26. Sometimes it is best to play the king 
without castling, in order to attack with your 
pawns on that side, and then the king's bishop's 
second square is usually the proper place for 
him. 

27. If your king castles on his own side, 
avoid mpving his knight's or rook's pawns 
without necessity, as they are a protection to 
him. 

26. If the adversary's king castles on the 
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same side of the board as yours^ do not^ by 
poshing forward your pawns^ leave the king^ 
UDgnarded^ but rather attack with your pieces. 



MAXIMS FOR THE CONCLUSIONS OF GAMES. 

1. A siHGLB pawn cannot win if the adver- 
sary's king is opposed to it; but if its own 
king is placed before it> then the pawn may 
win J 

2. Two pawns against one must win in 
most cases ; but the player possessing the two, 
should avoid exchanging one of them for his 
adversary's pawn. 

3. A pawn, with any piece, must win in 
every case, except with a bishop, when the 
pawn is on a rook's file, and the bishop does 
not command the square where the pawn 
must go to queen. 

4. Two knights, without any other man, 
cannot give check-mate. 

5. Two bishops may win. 

6. A knight, with a bishop, may win. 

7. A rook against either a knight or a bi- 
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shop makes a drawn game; as also does a 
rook and a knight against a rook. 

8. A rook with a bishop against a rook 
may win. 

9. A rook with either a bishop or a knight 
against a queen make a drawn game. 

10. A queen, against a bishop and a knight 
may win. 

1 1 . A queen against a rook with two pawns 
makes a drawn game. 

12. A rook against either a bishop or a 
knight with two pawns makes a drawn game; 
became the player poaessing the rook cannot be 
prevented from exchanging it for the two pawns. 

In order to determine what shtdl be a drawn 
game *tis customary towards the conclusion, to 
fix 50 more moves on each side as the number 
to ascertain that point. 



LAWS OF CHESS. 

1. If you touch your man you must play it, 
except that would expose your king to check, 
in which case you are only> when possible, to 
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move the kingj and so long as you keep 
hold^ you may place the said man where you 
please } but once having quitted, you then can- 
not recal the move^ though should any men 
be displaced by accident those are to be re- 
stored. 

2. If you touch one of your adversary's 
men, he may insist upon your taking it 5 and 
when you cannot do so, then you are to move 
your king, provided that may be effected with- 
out putting him on check. 

3. If by mistake, or otherwise, you make 
a false move, the opponent can oblige you to 
move the king (as in the 2d article); but if he 
plays without noticing the said false move, 
neither of you can afterwards recal it. 

4. If you misplace your men, and play tWo 
moves, it lieth in your adversary's power 
whether he will permit you to begin the game 
afresh-. 

5. When the adversary gives check without 
warning, you are not obliged to notice it until 
he does : but if on his next move he warns you^ 
each party must then retract his last move, and 
the king be removed off check. 

6. Should the opponent warn you of a check 
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without really giving % and yon have even 
moved your king, or any other man, you are 
in such case allowed to retract before the op- 
ponent has completed his next move. 

7« You are not to give check to your adver- 
sary's king by any piece, which by so moving 
would discover check on your own king. 

8. After your king or the rook has moved, 
you cannot castle ^ and if you attempt it, the 
adversary may insist that you move either the 
king or rook. 

9. In each fresh game, the players have the 
first move tdternatdy J but where the advantage 
of a piece or pawn is given, the player giving 
that advantage is entitled to the first move. 
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No. 1. 



Wikck 
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STRATAGEMS OF CHESS. 



No. 2. 

Check-mate in Q moves. 
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No.S. 
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STRATAGEMS OF CHESS. 



No. 4. 
Chech-maiiih^mtks. 
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No. 5. 
Ch§ck*matim'3 moves. 
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STRATAGEMS OF CHESS. 



No. 6. 

Check-maie in 3 moves. 
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No, 7. 
Clieck-maie in 3 mood. 



RlHk 
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STRATAO£BIS OF CH£SS. 



No. 8. 
Check-maie m 3 mova. 



Brack 
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STRATAGEMS OF CHESS. 
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No. 9. 

Check'-mate m 3 mwes. 



Black 
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STRATAGBliS OF ClflCSS. 



No. 10. 
Cheok-maie m 3 moves. 



Black 
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No. 11. 
QMk-mate m S mobes. 
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STRATAGEBfS OF CHESS. 



No. l£. 

Check-nuUe in 3 moves. 



Black 
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No. 13. 
Cheek-male in 3 moves. 



Black 
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STRATAGEMS OF CU£S8. 



No. 14. 
Check-maie m 3 maoei. 
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No. 15. 

CkeekAfuUe in S fftmtes. 



BlAoh 
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STRATAGEBIS OF CH£SS. 



No. 16. 
Ckedk-male in 3 mooa. 



Black 
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Willie 
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No. 17. 
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STRATAGEMS OF CHESS. 



No. 18. 

Oitck'-mate in 3 movef. 



Black 




STRATAGEMS OF CHESS. 

No. 19. 

Check-mate imA mooes. 
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No. 20. 

Check-mate in 4 moves. 



BUck 
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No. 21. 

Check'-mate in 4 nuioes. 
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STRATAGEMS OF CHESS. 



' No. 2«. 

Check-mate in 4 moves. 
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No. 23. 

Check-mote in 4 movei. 
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STRATAGEMS OF CHESS. 



No. «4. 

Check-mate in 4 moves. 



Black 
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No. 25. 




ABC UEF G U 
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No. 96. 
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No. 27. 

Oieck-mate in 4 moves. 




White 

ABC D E F ij H 
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STBATAGEMS OF CHESS. 



No. 28. 

Check-mate in 4 mwes. 



Ulack 
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No. 29. 

Qteck-mate in 4 mooes. 



Black 
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STRATAGEMS OF CHESS. 



No. 30. 

Check'^nate in 4 motfes. 
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No. 31. 
Check-maie in 4 mooes. 
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No. 32. 
Check-^nate in 4 mooet. 



Rticti 




STRATAOEBCS OF CHESS. 
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No. 33. 
Check-4nate in 4 niooei. 
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No. 34. 

Check4nate in 4 moves. 



Black 
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STRATAGEMS OF CHESS. 
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No. 35. 
CkecktiuiU tn i nuives. 
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STRATAGEAfS OF CHESS. 



No. 36. 

Check-maie in 4 mooes. 



Black 




STRATAGEMS OF CHESS. 

No. 37. 
Check-mate in Ai mooes. 



Black 
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No. 38. 

Check-mUe m 4 mauet. 
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No. 59. 
Chect-maie m 4 moves. 



Black 
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STBATAOEBIS OF CHESS. 



No. 40. 
Game wen m 4 f^iuves. 



Blaek 
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White 
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STRATAGEMS OF CHESS. 
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No. 41. 
CSuck-maie m i mooes. 



BlAck 
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White 
ABCDBFGH 
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8TRATA0EB1S OF CHESS. 



Mo. AA. 
Chek-mate tn 5 mmet. 



Black 
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No. 43. 
C^eck-mUe in 5 mooes 
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ABCDE F GH 
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STRATAGEMS OF CHESS. 



No. 44. 
Ckeck'tmUe in 5 iHmin. 




STRATAOEBiS OF CHESS. 
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No. 45. 

Checkmrnte m 5 niotes. 



Black 
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STRATAGEMS OF CHESS. 



No. 46. 

(^eck-ffuUe in 5 movet. 




STRATAOElfS OF CHESS. 
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No. 47. 

Check-mate m 5 nme$. 
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STRATAGEMS OF CHESS. 



No. 48. 
€keck4naiem 5 moves. 



mack 
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No. 49. 

Ckeck'-maie in 5 mooet. 



Black 
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STRATAGEMS OF CHESS. 



No. 50. 

Check'tnaie in 5 moves. 
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No. 51. 

Chtck-fMie in 5 moves 
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No. 52. 
Check-maie in 5 mwes. 
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No. 53. 

Check-maie in 6 mooer> 



Black 
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CUCBBSS. 
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No. 65. 
Check'^mate in 6 numes. 



Black 
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81UATA0fillS OF CHESS. 



No. 56. 

Check-maie in 5 mooes. 



Black 




White 
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STRATAOBMS OF CHESS. 
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No. 57. 
Cheek-maie in 6 mooes. 



Black 
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STRATAGEMS OF CHESS. 

No 58. 
Cheek-mate in 6 moves. 
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No. 59. 

Check-mate tn 6 movei. 



Bhtck 
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STRATAGEMS OF CHESS. 



No. 60. 

CheckHHOie in 6 moves. 



niAck 
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No. 61. 

CkedlMiiate in 6 moves* 
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SIUATAGEM8 OF CUSSS. 



No. 69. 

Check-male in 6 metfes. 



BUck 
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BIPAk 
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8IUATA0EMS OF GBESS. 



No. 64. 

Check-maie in 6 moves. 



Bla^^k 
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No. 65. 
Ckeck'maii in 7 moves. 



BlhHc 
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STRATAGEMS OF CHESS. 



No 66. 

Chedt-mate in 1 move*. 



Black 
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97 



No. 67. 

Check-4nate m 7 mooes. 
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STRATAGEMS OF CHESS. 



No. 685 

Chechmate in 7 imnes. 



BliicV 
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No. 69. 

Ckeck-maie m 7 mwes. 
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STRATAGEMS OF CHESS. 



No. 70. 

Check'-mate in 7 mooes. 
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No. 71. 

Check-mate in 7 mcves. 
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STRATAGEMS OF CHESS. 



No-72. 
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No. 73. 
Che ck m a t e in 8 moffet. 



Black 
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STRATAGEMS OF CHESS. 



No. 74. 

QiKk»miUe tfi 8 mooei. 



Blaek 
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No. 75. 
dmk'fiuiie in 8 naves. 



Hlaj^k 
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STRATAGEUS OF CHESS. 



No. 78. 
Cheek^maie in 9 mtees. 




STRATAGEMS OF CHB8S. 
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No. 79. 

ChidMmate in Q nwvet. 



Block 
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STRATAOEMS OF CHES& 



No. 80. 
Ckec kmai e in 10 numet. 



Blftck 
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No- 81. 

Remarkable chedi'-maies. 
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Tbe wUte to ^Te cheek-mate in S mores^ engaging to moTc his 
[neoet alternately. 
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No. 82. 



Black 
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The white to give check*iiiate In 3 imrres. 
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No. B8. 



Black 
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Tile whitflPto give cbeck-mate in S moves. 
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No. 84. 
RemarkaMe dieclnmUes. 
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The white gives check-mate itt 3 mores. 
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No. 85. 




The white giyet check-mate in 4 moret* 
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snUTAOEMS OF CHESS. 



No.ae. 

JRmutrkuLU cb€ck-4itain. 




The white piopoies to heat the hlack in 4 moves, engaging to 
check at every move, and not to check-mate with the bishop. 
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No. 87. 
Remarkaiie eheck-mates. 




ABC D£ F'GH 



He white wQI win tlie gBme in 4 moves, on eoodttioii that both 
he and his adTersary shall ^ye check at every movia altematelj. 
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No. 88. 
Remarkable check'4iiaiet. 



Blaisk 




% 



' ^^m^'m^^m^^ 








White 
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The white undertakes to ^ye check-mate in 10 moves, wkfaout 
moving his king at all| or his castle more than once. 
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No. 89. 

Capt Paums. 



Black 
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The^hite will give -check-mate in 4 moves with the pawn. 
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No. go. 
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The white to gpre chock-mate in 5 iiMi?es with the panni od aqoare 
£ 6, without monng his king. 



^ STIlATAOEBiS OF CH£SS. 
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No. 91. 
CepiPaums. 




The white ofi^ to give check-mate in 5 moves with the pawn 
en £ 5, tliough the pawn itself is in check. 
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STRATAGEMS OF CHESS. 



No. 04. 

G^i Pawns. 




The whit* lilll gpfe ^eckHnate in 5 mores widi a pawn. 



STRATAGEMS 0? CEB8S. 
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No. 95. 

Cq^ Pawns. 



Black 




The white engaget to gpve check-mate hi 5 moves with either of 
his pewnsy at the option of the hiack. 
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No. 96. 
Q^iPawm. 
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Wtiite 
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The white to give check with one of his pawns, and in the next 
move check-mate with the other pawn. 



STJIATAGEMS OF CHESS. 



1«7 



No. 97. 
Q^i Pawns. 



Black 
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IVtiite 
ABCDEFOH 



The wMte et^gages to ^e check-mate in 9 moTes at most with 
bis pawn now on square D 4. 
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No. 98. 
CapiPawm. 



lllack 
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The white will give check-mate^ in 9 iii6ves wHh a pawn, and 
without capturing the black pawn* 
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No. 90. 
CagUPoMom. 



Bbck 




Tbc white engages to check-nuite in 9 moves vnth his pawn, 
without taldng any of the adversary's pawns. 
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STRATAGEAiS OF CIUSSS. 



No. 100. 



Black 




llie white to give check-mate m 10 moves with his pawn, with- 
out capturuig the black pawn. 
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No. 101. 
Q^tPaumt. 



Black 
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STRATAGEMS OF CHSSS. 



No. (0€. 
(hpiPawnf, 




The white will gite check-mate in 19 moves with his pawn, with* 
oat playing either the long «r castle. 
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No. 103. 
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No. 105. 
Stak^maUs. 



Blaek 
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Stak-maiet. 
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STTRATAOEBIS Of CHESl 
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No. 107. 
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White 
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No. 108. 

SialeHmUn. 
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No. 109. 

Siah-maies. 
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No. no. 

S tale m ai ei. 
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STRATAOEHS OF CHESS. 
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No. lU. 

Forced SuJe-maia. 



Black 




F G H 



The white compels the black to give stale-mate m 4 moTes. 



142 



STRATAGEMS OF CHESS. 



No. 1 12. 
Forced Stale-niate$. 



Hlack 



^ P 

I »,.„..ta 



"W 



^^■w>.®wm 



n^ 



^-w/zM'-y/A 



^^/Jf^'W/^A 







Wtiiie 
A B C D £ F O H 



The white compels the black to give stale-mate in 5 moves. 



STRATAGlUf S OF CHSSS. 
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No. 113. 
Forced Staie^maies, 



Black 



:Wj 






W^^^i? 




W m 







whur 

AD G DEFGH 



The white obtiuos a stalennate in 6 noves. 
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STRATAOtMB W CHESS. 



No. 114. 




ABC DK F OH 



The- white obtaint a ttale-iMte in 18 mortf. 



STRATAOfiMS OF GHES8. 
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No. 115. 
Gome m whkh wkomfergkp eMnimie lota. 




The whttt; OMDiieUtiie bbck to give cbeck-mate in 5 moves with 
the tnthop. 
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STRATA<i}£BlS OF CHESS. 



No. 116. 
Game in which whoever gwes check-mate ioses. 




The white compels the black to give check«iiiate id 5 moves with 

tlie knight 



STRATAGEMS OF CH£SS. 
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No. 117. 
Chime in which whoever gwes duck-maie huet. 




The white- forces the black to gite check-mate in 5 moves with 
the pawn. 
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STRATAGEMS OF CHESS. 



No. 116. 
Gome m whiA whoever ghet ckcck^maie iotet. 




TIm white obUfes die black to i^v« diedHiitte in 5 mofM with 
the queen's bishop's pawn. 



STRATAGEMS OF CHESS. 
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No. 119. 
Qame m which whoever gives chedt-nuUe loses. 




The wlute oooipels the blacic to give ebeck-mite fai 19 moTes 
with fall Ushop^s pawn. 
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STRATAGEMS OF CH£SS. 



No. 120. 

Game in wMdi whoever gwet ckeck-maie loset* 




The white forces the black to give check-mate in 21 mores, en- 
gapog uot to move hb king. 






Mliie gi«itir^iMft4i£ftli«4«fMoiI 
notes ^ t)M'«dUee6oD»>«iid #idehri«iil1w 
found afike interestiDg and in s lruo Uv c. . By^thew 4dta»- 
4kifMr''Mi pkjM af^ear «nth >ior«ss TmmtXym^fiaXfmA, it . 

'tiMit«w|^)ayer>lia8>tiie4idnAtage^tlM'i)«^« VlMse 
coaflfarioMt>fganie>.yiay be oaDiid8»ed»asj»rfl>i»c ^ 
different cases: the one is, that the i)date*;«rlio'ha?e4i|a 

(Uttdban immediate dieol^mate,or whfiofa t^ey cann o t «f<id 
^af^y^snb^MBg^lo great sacrifioes iwttdi seem loqaatiy 
10 involve tfaeloss oftiie game. Thus jltoated^k oidy m- 
iBiiiis £» tlie «hite to ^odeavoiir tO'giT|» 'ihdrappanant 
check-mate by incessant checks. Tho^dieek4gQaia»'<bniiigbt 
4ibout''by successlte checks, mvy be ooniilleBedai acising 
OBt ^tme or other of4he M\omR% cas^. - 

4. ^Wbon Hie saeirifice of oneor raoite pieees is made 
totibtuo-anopeniDg ufion the adTenaryIn ofdertoiifing 



2 
into action other jMccet bj which chedMnate is to be 

S. When ncrifioes are made to interact aqoares to the 
adTeriai^'s king, and to oblige lum to oocapy th^K squares 
with his own pieco, or to drive away &e i»eces from these 
sqoaras, when they would prevent your own men from 
acting with effect The smothered check-mates are of this 
descriptkm. 

S. When jneces are sacrificed to compel the opponent 
Ifing to quit the post in which he had entrenched himself, 
and to arrive at a spot where he will be vanquished. 

4. Finally, when by giving up some pieces you succeed 
In fffltfi^ng his king to a particular line of the board, so 
•s after^lrards to give him check-mate with your easde.er 
another of your pieces. 

The other caae is that in which the whit^ timugh 
pretty equal to the black in pomt of game and «tintiQn» 
might frequently lose or only obtam a drawn game, suc- 
ceed by having the move, in effecting a dextrous manoeuvre 
and win the game* 

The whole of these situations may be conadered as 
o^nchi<^a of games which frequently occur. Stamma, 
Lolli, and other eminent masters, afford many similar ezo 
amples, and every player on consulting this work will 
recollect having met with many such instances in the 
course of hu practice. 

In this chapter, as well as throughout the work, we 
commence with such check-mates as are eaaest, viz. by 
those ^hMb are effected in two ot three moves, and so on 
prtgressively, classing the d^eren^ games in the manner 



abore described. The 8im]de mores will tirai senre as an 
introduction to the more oompticated ones; and it is ob- 
vions that it will be eauer for a person to find oat the 
means of giving check-mate in sb mores, after bdng ex- 
pert in solTmg ^limilar cases r^mring to be effected in 
three or foar'moyes. 



IbittttftSon of (bt Jttototi 

Or SoUitwn of ike vorioiu Fn^lem tmd critieal Skuatina 
lehkh are UkutraUd upon FUtei. 



t Denotes that clieck U giTen to the king. 
* Deootes that a piece is taken by this move. 



No.1. 

1. Whits qneeu fram C 3 to C 5t. 

Black pawn D6 to C 5*. 

S. White castle •■> C 8 to D8t. 

r 



No.1. 

; to C5i 

to C5 

t to D8,. 

Check-mate. 



No. 9. 

1. White castle from D7 to D8t. 
BUuJcking C8toD8*, 

2. White queen F7 to D7t. 

Check-mate. 

VariaHon* 

1. White casUe ftom D7 to D8t. 
Black castle F8toD8*. 

2. White queen F7 to B7t. 

Check-mate. 



I.White (meat fixNiir H4toH7*t. 
BiackgiMOi ..... G6toH7: 
i. White b^t ...^.. G 5 to F 7 1. 

Gheofc-iute. 

li White castle fram £ 7 to C 7t. 

Black tHshop B^to C7*t. 

S. White kni^ ....u B 5 t»A7t« 

Chtick-mtte. 

•\. ]»o/5. 

1. White queen iirbm $3 to 3 St. 
BkurkloDg A 4 to A 5. 

2. t^te queen B3 to B5*t. 

Bbckpawn Ad'^oB6*. 

3. White castle B8*toA&t. 

Chetk-ofate. 

1. White bishop frdta A 6 to B ft. 

Black castfe^ fiStoB^*. 

f. White ctfsfle C 7 to C 8t. 

Black castle B7toB8. 

3. White knight D5 to C7t. .. 

Check-male. 
If6. 7. 

1. White qu0» frem^ C 4.to A6*t. 

BlaakkiHgbft .;. .w. B 4 to A 6 *. 
d. Wfait»biAo|^v..... B'41l> B7*t. 

Black king AS to A 7. 

3. White kn^ht ..... B»4rt!b C 6t 

Check^smte. 

1. White knight' fn)ih '' S4 ^oF 5*f. 

Black pawn £^6 to F 5*. 

f. White bishof^ „.*^ C3 4oU$f. 

Black king .«..., 1X6 to £ 6. 

3. White knight D3 to C 5^ 

Check-mate. 



Variatim 

1. White kniftbt firem D4toF5*t. 
Black caatk F7toF5* 

2. White bishop C 3 to £ 5t. 

Black OMtle F 5 to £ 5*. 

d.Whitepawn F4rto£5*t. 

Check-mate. 

1. Whhe queen fitaa E4 to H7t. 

Blackknight F6tDH7*. 

S. White kD^bt F 8 to G 6t. 

Black kiiiK H8toG8. 

S. White biBhop 2 to D^t.' 

Check-mate. 

Na la 

1. White queen finom B 3 to F 7»t. 
Bbck king £ 8 to D 8. 

2. Whitequcen F7toD7*t. 

Blackknight F6toD7* 

3. White koight £ 5 to F 7t. 

Check«mate. ■ 

No. 11. 

1. White knight from C 3 to B 5t. 
Black bishop £ 8 to B 5*. 

2. White knight D 6 to C 8 1. 

Black king A 7 to A 6*. 

3. White pawn' B7 to B8 claims the 

knight, and j^irts check-mate. 

VariaUmi 

1. White kmght from C 3 to B 5t. 
Black king A 7 to A 6*. 

2. White kni^ B5 to C7t. 

Black king A 6 to A 7. 

3. White kn^ht D6 to C8t. 

Black king A 7 to B 8. 

4.Whitekn^t C7toA6t. 

Check-mate. 



No. If. 

1. White queen from G 2 to G 4 1. 

Biackbtshop £6toG4* 

S. White casde G6 to H6*t. 

Bhckpawn G7 to H6*/ 

5. White bishop BStoF7t. 

Check-mate. 

No. 13. 

1. White ctstie fivm FltoHlt. 

Black castle G2toH2. 

«. White casUe B7 to H7t. 

Blackcastle H2 to H7* 

3. Whitepawn G6toG7t. 

Check-mate. 

No. 14. 

1. White castle firom BltoBSt. 

Black knight F 5 to C 8. 

1 Whiteqaeen A4toD7t. 

Black knight F8 to D7*. 

3. White knight ...... C 6 to B 7 1. 

Check-mate. 

No. 15. 

1. White bishop from A 5 to B 6 1. 

Black king A 7 to B 6*. 

13. Whitepawn ...... C 7 to C8 claims a 

knight t. 

Black king B 6 to A 5. 

3. White pawn B 2 to B 4t. 

Check-mate. 

1. White Inshop from A 5 to B 6t. 
Black king A 7 to A 8. 

2. Whitepawn ...... C7 to C8 claims the 

queen, and gives check-mate. 
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No. 16. 

1. White kokUt from F 2 to G 4t. 

Black QMUe G 6 to G4*. 

f. White CMtle Fl to F5t. 

Black kiog £5toF5*. 

3. Whitecattle Dl to D5t. 

•CSieck-iDate. 



1. White kJAg 6o|ik D5 to C 4. 
Black piiwn ...... A3toA9. 

2. White king C 4 to B> 

* Bbck pawn A 2 to Aldaimsqaeen. 

4. White castle £4 to £ It. 

Cheok-mate. 



* If the pawn in ^thii inrtawe had dained « kiiig|ht, 
initead of the 9Qeen, be. would hate ^pet h|/i .^venarj^ 
king in check, poA Iheif^l^ «av^. ltji.e j 



No. 18. 

1. White queen from D4 to !D8*t. 
Black castks C « to Sb8^. 

2. White hiabop D 3 .to C 4^. 

Black.king GB to H8. 

J$. White knight F 4 to G 6t. 

€hack-niate. 



VariatioiL 

1. White queen from ,P^ to D8*t. | 
Black king G8toF7. I 

2. White bishop ...... D*3 to C 4t. 

Black cattle C8toC4*. 

3i White queen ...... D« to F 8t. 

Check>mate. 
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No. 19. 

1. WMte cMtle fiom BltoBSK 

Black kioff C 8 to B 8^ 

«. WhHeW«Bop AS to D6*t. 

Black king B8toC8. 

S. White kn^bt A4 to B6t. 

Black Uiiff C 8 to D 8. 

4. White uSop D6 to C 7t. 

Check-mate. 

No. 20. 

1. White kmg^t fitim F 4 to O 6 f. 

BhuJcking H8 to G8. 

f . White knight G 6 to E 7 1. 

Black kmg G8 to H8. 

AWhitecastle HltoH7»f. • 

BUuiking H8toH7*. 

4. Whitecasde CltoHlf. 

Ciieck-niate. 

Vwriatum. 

1. Wlute knight fiom F 4 to O^.*. 

Black pawn F7 to G6*. 

«. WWtecartle Hi to H7*t. 

lUackking H8toH7*. 

3. White cakle CltoHlf. 

Cheek-mate. ' 

No. tU 

1. White casde fiom A 1 to A 7. 

Black qneen BrtoA7*t. 

f . White pawn C 4 to C 5 1. 

BhuJcU^g F7toG6. 

3. Whitopawn F4toF5t. 

Blackking O 5 to H7*. 

4. Whitecafde ElStoHSt, 

Check-mate. 

h 
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No.2f. 

1. White pawn from G 5 to G 6 1. 

Black king H 7 to H 8. 

f. WUtepawn G6toG7t. 

Black king H8toH7. 

a White castle F6toH6*t. 

Black castle HltoH6*. 

4. White knight £6 to G5t. 

Check-mate. 

NO.SS. 

1. White castle from C 1 to C 8t. 
Blackcastie D8toC8*. 

2. White pawn B 6 to B 7t. 

Black kmg A 8 to B 8. 

5. White bishop A3 to D6t. 

Black castle C 8 to C 7. 

4. White knight £5 to D7t. 

Chedc-mate. 

No. 24. 

1. White bishop from G 6 to F 7t. 
Bhu^kcastle D7 to F7*. 

2. White knC^t C 8 to D6t. 

Bhu:k bishop £5 to D6*. 

3. White castle I>3 to D4t. 

Black knight C 6 to D4*. 

4. White knight B 3 to A 5t. 

Check-mate. 

No. 25: 

1. White knight firom F 5 to £ 7 1. 
Black bishop D 6 to £ 7*. 

2. White castle G 5 to C 5 1. 

Black bishop E 7 to C 5 *. 

3. White bishop C 2 to £ 4t. 

Black knight C3 to £4*. 

4. White pawn D4 to D5t. 

Check*mate. 
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No. «6. 

1. Wbitecattle from C 5 to C 7t. 
Blackqueen G7 to H6. 

2. White castle C7toH7t. 

Black castle H8 to H7*. 

3. White knight F 6 to G.8t. 

Black king H6toG5. 

4. White bishop D 4 to F 6t. 

Check-mate. 
Vanatwn, No, 1. 

1. White castie from C 5 to C 7 1 

Bbckking G7toH6. 

ft. White castie C 7 to H7t. 

Black king H6 to G5. 

3. White knight F 6 to £4t. 

Check-mate. 
Variation, No, 9. 

1. White ostle from C5toC7t. 
Bhudcking G7toF8. 

2. White bishop D4 to C 5t. 

Check-mate. 
No. 27. 

1. White knight from D 4 to E 6t. 
Black king F 8 to £ 8. 

2. White qaeen D2 to D8t. 

Black bishop F6toD8*. 

5. White castle F 1 to F 8t. 

Black castle G8toF8*. 

4. White knight £6 to G7t. 

Check-mate. 
No. 28. 

1. WUte castle from F3toF8t. 
Black bishop C 5 to F 8*. 

2. Whitekraght £5 to G6t. 

Black pawn H7 to G6*. 

3. Whitepawn H5 to G6»t. 

Black king H8 to G8. 

4. White bishop G2 to D5t. 

Check-mate. 
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Ko.S9. 

1. White knight from D5 to E7t. 

Black kmg 08 to Ha 

?• White queen C 4 to G 8t. 

Black castle F8toG8*. 

9. White knight £7 tD0 6*f. 

Black pawn H7 to G6» 

4. White castle A4toU4t. 

Check-mate. 

No. SO. 

1. White pawn from P6 to D7t. 
Blackhishop £8toD7*. 

2. White casUe B 7 to B 8t. 

Black king C 8 to B 8 * 

3. White pawn A6toA7t. 

Black king B 8 to A 8, 

4. White kn^ht D5 to C 7f. 

Check-DMte. 

No. 31. 

1. White castle from C7toG7t. 

Black bishop F 8 to G 7*. 

«. White kniffht F5 to E7t. 

Black castte £ 8 to £ 7*. 

5. White knight C8 to E7»t. 

Black king G6toH7. 

4. White bishop £ 6 to F 5t. 

Check-mate. 

NoSS. 

1. White bishop from D3 to £4t. 
Black castle H7toB7. 

2. White queen F4 to B8t. 

Black castle C8toB8*. 

3. Wliitecastle Alto A7»t. 

Black castle B 6 to A 7*. 

4. White ko^ht B 5 to C 7 1. 

Check-mate. 
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No. S3. 

1. Whhecastle from Al to A5t. 
Black king B 5 to A 5 *. 

2. White queen D5toC5*t. 

BlM^LpftwD D6toC5*. 

3. Whhe knight £ 3 to C 4 1. 

Black king A 5 to B 5. 

4. White castle O 6 to B 6 1. 

Check-mate. 
The Same, varied, 

1. White castle fifom AltoA5t. 
Black king B 5 to B 6. 

2. Whiteque^ D5toC5*t. 

Check-mate. 

No. 34k 

1. White castle from C 1 to C 8t, 

Black kinff A 8 to B 7. 

5. White kn^ht B5 to D6f. 

Black king .;.... B 7 to A 6. 

3. White castle 6 5 to A 5 f. 

Black pawn B 6 to A i^*. 

4. White castle C 8 to C 6t. 

Check-mate. 
No. 35. 

1. White castle from 1* 1 to F 8t. ^ 

Black Id^g G8toH7. 

i. White queen C 6 to 6 6t. 

Black hiahop £4toG6*. 

3. Whitepawn H5toG6»t. 

Black kmg H 7 to G 6 *. 

4. White Inshop B5 to D3t. 

Check-mate. 
The Same, tmed. 

1. White casde from FltoF8t. 
Black king G8toF8*, 

2. White quftep C5to£8t. 

Ctek*iD«te. 
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No. 36. 

1. White bisbop firam E 3 to B 6 1. 

BlMkkiDg D8to£g. 

ft. White knight C 4 to D6t. 

Black king £ 8 to £7. 

3. White queen 6 2 to GSf. 

BUwkUng £7 to D6*. 

4.Whiteqaeen G5toC5t. 

Check-mate. 

The Same, vmied. 

1. White biahop fitom £3toB6t. 
Black Ung D8 to £7. 

2. White qneen G2 to G5f. 

Black kmg £7to£8ortoF7. 

3. White knight C4toD6t. 

Clieclc*mate. 

No. 37. 

1. White castle from £3to£5t. 
Black king G5 to H6. 

2. White queen F 2 to H4t. 

Black king H6 to G7. 

3. Whitequeen H4 to H7*t. 

Black kuig G 7 to F 6* or to F 8. 

4. Whitequeen ..... 8 7 to U8t 

Check-mate. 

No. 38. 

1. White castle from £ 2 to G 2 f. 
Black king G 8 to F 8. 

2. White kmght ...... £ 5 to D7t. 

Blackaisde C7toD7» 

3. Whitecasde £ 1 to £ 8t. 

Black king F8to£8*. 

4. Whitecastle G2 to G8t. 

Check-mate. 
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No 39. 

1. White knight from O 8 to F 6. 

Black pawn G 6 to 65. 

% White knight F 6 to G4t. 

Black king H 2 to H 1. 

3. White kmg F 2 to F 1. 

Black pawn H3 to H2. 

4. White kmght *. 4toF2t. 

Check-mate. 

The Same, varied. 

1. White knight firom G 8 to F 6. 
Black king H 2 to Hi. 

2. White ki^ht F 6 to G4. 

Blackpawn H3 to H2. 

3. White kmg F 2 to F 1. 

Black pawn G 6 to G5. 

4. White kiiight G 4 to F 2t. 

Check-mate. 

No. 40. 

1. White castle from F 4 to A 4. 
Blackcastle A5toA4* 

2. White castle H2toH3. 

Black kmg £ 3 to D 4. 

3. White castle H3 to H4. 

Black kmg P4to£5. 

4. White castle H4toA4*. 

A dnwn gftme. 

No. 41. 

1. White kniglit from D 4 to F 5t. 
Black pawn B 7 to B 6. 

2. Whitepawn A5toB6*t. 

Black king A 7 to A 8. 

3. Whitepawn C 7 to.C Sdaimsqueent 

Blackcastle H8toC8* 

4. Whitecastie CltoC8*t. 

Black king .....; A 8 to B 7. 

5. White knight F 5 to D6t. 

Check-mate. 
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Tkt Smme, mnei, 

1. While ku^ horn D4tDF5t, 

Bbck prnm B 7 to B 6. 

S. White pnm A6toB6*t. 

Black king A 7 to B 7. 

a. White knight F5toD6t. 

Black king B7toA& 

4b WUtepatwn B6toB7t. 

Check-mate. 



Na4a. 

1. White queen fim C7toC8t. 

Blackhuhop B7toC8* 

3. White knigbt D5 to C 7 1. 

Black king A 8 to B 8. 

3. White knight £ 7 to C 6t. 

Black kmg B 8 to B 7. 

4. White pawn A5toA6t. 

Blackldng . .. B7toC6^ 

5. White pawn •••• B4toB5t. 

Cheek-mate. 



1. WUteCMtle 
BhK^kking 

f . White queen 
Black pawn 

S. White queen 
Black kins 

4. White bishop 
Blaekking 

5. White knight 



No. 45. 

fiom D7 to D8*t. 

• ••• B8toA7. 
.... E7loC5t. 

• •.• B7toB6* 
.... C5toB6*t. 
.... A7toB6*. 
.... AStoC5t. 
..•• B6toB7. 
.••• B5toA5t* 

Cheek-mate. 
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No 44. 

1. White castle £rom F 1 to F 8t. 
Black kaight D 6 to C 8. 

2. White queen G2toB7*t. 

Black king B 8 to B 7 *. 

3. White pawn A5 to A6t. 

Black king B 7 to B 8. 

4. White knight B 4 to C 6 1. 

B]ack king B 8 to A 8. 

5. White castle F 8 to C 8*t. 

Check-mate. 

No. 45. 

1. White castle from B 5 to B 8t. 
Black king H8toH7. 

2. White castle F 7 to G7*t. 

Black king H 7 to G7 •. 

3. White queen B 4 to G 4t. 

Black kmg G7toF7. 

4. White queen G4 to G8t. 

Black king F 7 to E 7. 

5. White queen .... G 8 to £ 8t. 

Check-mate. 



Variation. 

1. White casUe from B 5 to B 8 1. 
Black castle D6 to D8. 

2. White queen . . . • B 4 to F 8 1. 
Blackcastle D8toF8«. 

3. White castle F 7 to F 8 »t. 

Black kmg H 8 to H 7. 

4. White castle F 8 to H8t. 

Check-mate. 



18 

I 

1. White cude from H6 to H8f. 

Bbckking GStoHS* 

S. Whke queen' .... £3toH6t. 

Black castle £7teH7. 

3. Whhecasde FltoFS^t. 

Black bishop ... CStoFS*. 

4. White queen .... H6tDF8*t. 

Blackaoeen D5 to 68. I 

5. White knight H4 to 06t. 

Check-niate. 



No. 47. 

1. Whiteoastk from G7tDB7t. 

Black king B 8 to A 8. 

«. White castle B 7 to B 8t. 

Black king A 8 to B 8 • 

8. White knight B 4 to A 6t. 

Black king B 8 to A 8. 

4. White knight A 6 to C 7t. 

Black king A 8 to B 8. 

5. White knight C 5 to A 6t. 

Check-nmte. 



Variation, 

1. White castle from G 7 to B 7t. ' 

Black knight D ^ to B 7 • 

S. White knight B 4 to A 6 1. 

Black Ung B 8 to A 8. j 

8. White pawn C 6 to B 7f j 

Check-mate. 



• 
No. 48. 



1. White queen from H5 to F 7«t. 

Black ting G8 to H8. 

3. Whitekuight D5 to F 6. 

Black patm A 3 to A 2. 

3. White queen .... F 7 to G 0. 
Black bishop B 5 to G 8. 

4. Wbitequeen .... G6toH7t. 
Black ^hop G8toH7«. 

5. White knight G5 to F7t. 



Check-mate. 



No. 49. 



I.White queen from £5toH8t. 

Black castle F8toH8*. 

2. White knight G4 to F 6f. 

Black king H7toG7. 

3. White knight F 6 to D7»t. 

Black king G7toG8. 

4. White castle F 1 to F 8t. 

Blackking G8toH7. 

5. White castle F8toH8»t. 

Check-mate. 



Variation, begUming aiifieSd Mime, 

3. White knight from F6toD7«t. 
Blackking G 7 to H 7. 

4. White castle F 1 to F 7t. 

Blackking H7toG8. 

5. White castle F7toG7t. 

Check-mate. 
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No. 50. 

1. White koigbt from B 4 to C 6t. 

Black king B 8 to B 7. 

ft. White castle E 7 to C7»t. 

Black king B7toC7^ 

3. Wbitecasde D 1 to D7t. 

Black king C 7 to C 8. 

4. White knight C 6 to £ 7 1. 

Black king .... C 8 to B 8. 

5. White knight .... £ 5 to C 6t. 

Check-mate. 

Na51. 

1. White caitle from D7 to D8t. 
Black king .... B 8 to B 7. 

2. White kntgbt B5 to D6f. 

Black king .... B 7 to A 6. 

3. White queen B 4 to A 4f. 

Black knight .... B 3 to A 5. 

4. White queen A 4 to B 5t. 

Black knight .... C 7 to B 5*. 

5. White pawn .... C4toB5*t. 



I. 
Check-mate. 



No. 52. 



1. White castle from D6 to D8t. 
Black castle F 8 to D 8*. 

2. White knight B 5 to C 7t. 

Black king ... A 8 to B 8. 

3. White knight C 7 to A 6t. 

Bbck king B 8 to A 8. 

4. White queen F 4 to B 8t. 

Black castle .... D 8 to B 8 *. 

5. White knight A6 to C7t. 

Check-mate. 



fl 

No. 53. 

1. White knight fiom DStoCrt. 

Blade Idiig A 8 to A 7. 

i. White biflhop .... A 5 to B 6t. 

Bhcklung A 7 to B 6*. 

3. White pawn C 4 to C 5t. 

Black king B6toC7*. 

4. White knight F 4 to £ 6t. 

Black king C 7 to C 8. 

5. White castle D2 to D8t. 

Check-roate. 

No. 54. 

1. White pawn bom G7 to G 8 claims queent 
Black king F7toG8*. 

2. White king G5 to G6. 

Black bishop £5toD6. 

3. White castle A 2 to A 8 1. 

Black bishop D 6 to F 8. 

4. Wliite pawn F 6 to F 7 1. 

Black king G8toH8. 

5. White castle A 8 to F 8«t. 

Check-mate. 

No. 55. 

1. White qneen from C 6 to £ 8t. 

Black king G 8 to G7. 

S. White bishop C 1 to H 6f. 

Black king G7 to H6» 

3. White queen £ 8 to F 8t. 

Black king H6toG5. 

4. White castle F 3 to F 5 1. 

Blackpawn G6toF5*. 

5. White queen F 8 to G7t. 

Check-mate. 



No. 56. 

1. White casde finmi F 1 t» F 8t. 

Black king H8toG7. 

ft White bishop C 1 to H6f. 

Blackkmg G7 to H6*. 

3. White castle F8 to G8. 

Black bishop G 6 to F 7. 

4. White casde £5^toH5t. 

Blackbishop F7toH5*. 

5. White pawn , G 4 to G 5 1. 

Check-mate. 



No. 57. 

1. White queen from C 7 to D 8 f . 

Black bishop C 4 to G 8. 

ft. White knight F S to G 5. 

Black pawn .... H6loG5». 

3. White aueen D 8 to G 5 *. 

Blackbishop G8toH7. 

4. White queen G5 to D8t. 

Black bishop .... H 7 to G 8. 

5. White queen D 8 to H 4 1. 

Blackbishop .... G8toH7. 

6. Whitequeen H4 to H7*t. 



Check-mate. 



Variationjrom the %d Move. 

9. White kniffht from F 3 to G5. 

Black casUe B 5 to B 7. 

3. White knight G5 to F 7t. 

BUwjk castle B 7 to F 7*. 

4. White pawn G6 to F7. 

Bhu:k king H 8 to H 7. 

5. WJtktte queen D8 to G 8*t. 

Check-mate. 
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No. 58. 

1. White queen ftom £6 to D5*t. 
Black king C6toD5*. 

2. White bbbop £ 2 to C 4*t. 

Black kme D 5 to C 6. 

3. White bishop C 4 to B 5 1. 

Bladkking C 6 to C 5. 

4. White pawn B 2 to B 4t. 

Black king C5toD5. 

5. White pawn £ 3 to £ 4. 

Bbckkmg .... D5toE6. 

6. White bishop B 5 to C 4t- 

Check -mate. 

VamttQfU 

1. White queen from £6 to D6*t. 
Black bishop .... C 4 to D5*. 

2. White bishop £ 2 to B 5. 

Black king C 6 to C 5. 

3. White pawn B 2 to B 4t. 

Check-mate. 

Na59. 

1. White queen from D4 to D8*t. 
Black castle C8toD8*. 

2. White bbhop D3 to C4t. 

Black king G8 to HS. 

3. White knight £4 to G6t. 

Black pawn H 7 to O 6. 

4. White pawn H5toG6*t. 

Black knight . . . « G 4 to H 6. 

5. White castle H3 to H6*t. 

Black pawn GT to H 6»: 

6. White bishop £ 7 to F 6 t. 

Check-mate. 
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VmiaticH. 

1. Wlute queen from D4 to D8*t. 

BlM:kkiDg G8 to F7. 

2.Whitel^p D3toC4t. 

BiKkcutle C8toC4*. 

3. White qaeea . ... . DStoFSt. 

Check*ii»te. 

No. 60. 

1. White qaeen from £ 1 to £ 5t. 

Black pawn F 7 to F 6. 

S. Whitoqneen .... £5 to £8t. 

Black kmg H8toG7. 

3. White queen .... £ 8 to E Tt. 
Black kuig .... G7 to H6. 

4. Whitecartle B5toH5«t. 

Black pawn G6 to H5». 

5. White queen £7 to ¥6*i. 

Blackqueen .... D3toG6. 

6. White pawn .... G 4 to G 5 1. 

Check-mate. 

No. 61. 

1. White castle from H8 to £ Bt 

* Black knight D 8 to £ 6. 

J. White knight £3 to G4t.' 

Bhu:kking £ 5 to F 5. 

3. White castle D 1 to D 5*f; 

Bhu:k castle .... A5tol>5*. 

4. MThite pawn :fi « to £ 4t. 

Black king F 5 to G 5. 

5. Whitcpawn H2toH4t. 

Black king G5toH5. 

6. Whitecastle .... £8toH8t: 

Check-mate. 



» If he covered the check given hy the castle with his 
hishop, he would be check-mated one move sooner. 
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No«6t. 

1. WMte castle fironi £ 1 to E 8t. 

Black bishop ? 6 to D 8. 

f. White castle £8foD8*t. 

Black castle DrtoD8*. 

3. White knight B5toC7t. 

Black king A 8 to B 8. 

4. White looight C 7 to A 6t. 

Black king B 8 to A 8. 

5. White queen .... F4toB8t. 
Blackcastlc D8toB8», 

6. White knight A 6 to C 7 1. 

Check-Dittte. 

No.* 63. 

1. White Qoeen from F7toG8t. 

Black lung .... H 8 to G 8 *. 

f. White pawn .... F 6 to F 7t. 

Black king G8toF8. 

3. White bishop .... C 1 to A 3t. 
Black castle A8toA3*. 

4. White knight G5 to H7*t. 

Black king F8to£7. 

5. White pawn F 7 to F 8 clumsquecnt 

, Black king £7toD7. 

6. White ca^e F 1 to F 7t. 

ChccL>mate. 

No. 64. 

1. White queen from A 5 to A 6* t. 

Black king .... A 8 to B 8. 

ft. While k^ht B 5 to A 7f. 

Black qaeen . • • . G 2 to B 7. ^ 

3. White castle • . • • B 1 to B 7*t. 

Black castle D7toB7r 

4.Whitepawn D6 to D7t. 

Black king B 8 to A 8. 

5. Whiteknidit A7toC8*t. 

Blackcas£ .... B7 to A7. 

6, Wlttt^koight C8 to B6f. 

Check-mate. 
d 



S. White kxught fipom B^foArt. 

Black caflde DTfoBT. 

3. White knight ATioCdt 

BlKkqueen ...... G3toC6*. 

4. White pawn D6 to DTf. 

Black qaeen C6 toCT. 

5. Whitequeen .... A6toBT*t 

Chfick-inate. 

Asukher varuitim, cotnmenevngfrom tfte 4ih Move, 

4. White pawn from D6 to D7t. 
Black castle C 8 to C 7. 

5. White pawn D7 to D8 claimt castle 

and gives diedi-iiiate. 

No. 65. 

1. White bishop from F 4 to C 7 ^t. 

Bku^ castle C 8 to C 7* 

1 White queen A 4 to A 7»t. 

. Black king B 8 to A 7*. 

S, White castle ...... £ 1 to A It. 

Black king A 7 to B 8. 

4. White castle AltoASt. 

Black kmg B8toA8*. 

5. White knight D5 to B 6t. 

Black king A 8 to B 8. 

6. Whitecastle D2 to D8t. 

BUdcking B 8 to A 7. 

7. White castle D 8 to A 8 f. 

Check-mate. 

riariatiof». 

1. White bishop from F 4 to C 7»t. 

Black king .... B 8 to A 8. 
1!. White queen ...• A4toA7»t. 

Black kmg A8toA7*. 

3. White castle JSl&Alf. 

Check-mate.' 



«7 

1. White queen from D 4 to A 4t. 

Black Idng AT to B 8*. 

f . White knight D 8 to C 6 1. 

Black king B 8 to 6 7. 

S. White queen .... A 4 to A 8*t. 

Black khig B7 to A8*. 

4. White castle 64 to A4t. 

BUckking A 8 to B 7. 

5. White castle A 4 to A 7t. 

Black Ung B7toC8. 

6. White castle A7toA8t: 

Black king C8toB7. 

7. White castle A8toB8t. 

« Check-natt.' 

Variatiom, 

6. White castle fioom A 7 to A 8 !• 
Black king C8toD7. 

7. White castle A8toD8t. 

Cbeck-mate. 

No. er, 

1. WUte queen Irom £StoA7*t* 

Black Imig B8toA7*. 

8. yrhite castle £ 1 to A It. 

Black khig A7toB& 

3. 'White castle AltoA8t. 

Black kmg B 8 to A 8*. 

4b White castle C3toC8*t. 

Black king A 8 to A 7. 

5. White pawn B 5 to B 6t. 

Black king A 7 to A 6. 

6. White bishop C 2 to D 3 f. 

Black king A 6 to A 5. 

7. WhitecasSe £8toA8t. 

Check-mate. 



l^WlnteqwfD tnm CrtoBSt 



BlM^kW .«..., A6idB8V 

S. WUte fai&p ...... C 5 to D 6f. 

BlM^Uig B81DC& 

5. White caide Dt to C7f. 

BlKk long ...... C 8 to B a 

4. WUtecaitle C7toC6*f. 

Bbckkng ,...- B8toA8. 

5. Wbite kmiM £ 6 to C 7t« 

BhckkiBg ...... A8toB8. 

6. Wlihe kmgiit ....- C7 to D5t» 
Bktklm ...... B8toAa 

7. mate knig>it D 5 to B 6t. 

Chfick<4nte> 



Vi 



1!. White biihop fivrn C5toD6t. 

BhKk kinc B 8 to A 8. 

8. White kn^ £6toC7f. 

Black kmg ...... A 8 to B 8. 

4. White knight C 7 to D5f. 

Black king ... B8 to C8. 

5. WhitecB<l« D7toC7t. 

Black kiqg C8toB8. 

6. Whitecaide C7toC<>*f. 

Blackki]« .... B8 to A8. 

7. White ki%ht ..... D5 to B6t. 

CbedMoale. 
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No.69L 

1. Wlute qMen from 65toF6t» 

Black long G7 to H6. 

f. White Qoeen F 6 to H4f. 

Black king H6toG7. 

3. White queen ' H4 to D4t. 

Black king G 7 to H 6. 

4.Whiteqaeen ..•• D4 to F 4t. 

Bbckting H6tDG7. 

5. White queen .... F4toE5t. 
Black Imig G7 to Hd. 

6. White castle F 6 to H5t. 

Bbckpawn G6 to H5*. 

7. Whiteqoeea £5 to F6t. 

Check-mate. 



Variatim. 

1. White qseoi iivn 05toF61w 

BlackUE« .^.. G7toG& 

S. White mKCD F6to£6t. 

BlackkiDg G8toG7. 

3. White q«ecii £6to£5t« 

•BlackJnag 07toG& 

4. White wieeB £.5 to B8*t. 

Black lams G8 to G7. 

5. White qvBCB B 8 to F 8 1. 

CabadHiiflito. 



* If hemoYes on square H 6 he woukl be check-mated 
in two mores as above. 
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1. White qaeen fivan £ S to £ 5f. 

Black king • • . . B 8 to A 8. 

t. White knight E ^ to C 7 n 

BlKk kuig A 8 to B 8. 

3. White kii^ht C 7 to E 8»t. 

Black king B 8 to A 8. 

4. White knight £ 8 to C 7t. 

Black kmg A 8 to B 8. 

5. White knight C 7 to A 6 1. 

Black kmg B 8 to A 8. 

6. White queen £^ to B8t. 

Blackcastle .... G8toB8*. 

7. White knight ..M. A6tDC7t. 

Check*inatt. 



No. 71* 

1. White queen £rom £ 4 to £ 8t. 

Black Inahop B7 to C& 

8. Whiteknight F 8 to D7t* 

Black king B 8 to B 7. 

S. White pawn A 5 to A 6t. 

Black king B7tDA6*. 

4. ^Vhite knight D7.to C5t. 

Black pawn B 6 to C 5*. 

5. White queen £ 8 to C 6*t. 

Bku^castle H6toC6* 

6. White castle E 1 to A 1 f. 

Black kmg .,..- A 6 to B 7. 

7. White caitle F 1 to Bit. 

Check-mate. 
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VariatUm* 

4. White knight teom D 7 to C 5t. 
Black king A 6 to B 5. 

5. White bisEop G2toC6«t. 

Black king B5 to C5*. 

6. White cattle ...... £ 1 to £ 5 1. 

Black king C5toD6. 

7. White caitte .•*.. £5 to D5t. 

Check-mftte. 



Aiuther variatum, 

1. Whtteqneen fift)m E4 to £ 8t. 

Black knight .... C6 to D8. 
S.White queen .••• £8toDB*t* 

Black bishop B 7 to C 8. 

3. White knight •••• F8toD7t. 

Check-mate* 



No.7«. 

1. White queen from 6 4 to £6t. 

Black casde F 8 to F 7. 

S. White queen ...• E6toC8t. 

Black castle F 7 to F & 

5.Whitequeen •••• C8toC7. 

Black castle F8toF7. 

4. White queen C 7 to' B 8t 

Blackcastle F 7 to F 8. 

5. White queen . • . • B 8 to £ 5. 
Black queen B 5 to D 7. 

«. WUte queen £ 5 to H 8 1. 

Black king ...« G8toF7. 

7. Whitequeen H8 to G7t. 

Check-mate* 



V0.7S. 

1. WUte bttbop fiom F4toC7«t. 

BhekcMtle ...• C8l»C7«. 

t. Wbhe qnecB A 4 to A 7*f. 

BbckUng .... B8IdA7*. 

5. White castle .••. EltoAlt. 

Bhekking A7t»B& 

4. White castle .••• AltoAtt. 
Bhckkmg .».. BStoASt. 

5. White knight D5 to B6t. 

Black kmg A8taB& 

6. White castle .... DftoDSt. 
Blackcastie .... C 7 to C 8. 

7. White castle .... D8toC8*t. 
Black king B 8 to A 7. 

8. White castle C8toA8t. 

Check- 



No. 74. 

1. Whiteknight fironi C7 to B5*t. 
Blaekkni^t F5to£7*. 

2. White castle AltDA7t. 

Bkck king .... B 7 to B 8. 

5. White bi£op C 3 to £ 5 1. 

Black castle C 8 to C 7. 

4. White bishop Ed to C7*t. 

Black king . • . • B 8 to C 8. 

5. White castle A 7 to A 8 1. 

Black king C 8 to D7. 

6. White castle .... A8eoD8t. 
Black king D 7 to £ 6. 

7. White castle ' D8 to D6f. 

Black king £ 6 to F 5. 

8. Whiteki^ht •••• B5toD4t. 

Check-mate. 



3S 

t, Wlute knight fixmi C 7 to B 5*t. 

Black kioff B7toB8. 

9, White bishop ...... C 3 to £ 5 1. 

Black castle C 8 to C 7. 

X Whitecastle £7 to £8t. 

Black king B H to B 7. 

4. Whitecastle •••• AltDA7f. 

Check-mate. 



Na 75. 

1. White queen firnn D7 to D8t. 

Black long B 8 to A 7. 

3. White knight C 5 to B5f. 

Black king A 7 to A 6. 

3. WWte knight B 5 to C 7* t. 

Black long A 6 to A 7. 

4. WWte knight E 7 to C 8t. 

Black bishop B 7 to C 8*. 

5. White knight C 7 to B 5 1. 

BlackUng .... A7toB7. 

6. White queen D8toC7t. 

Black king ...« B 7 to A 6. 

7.Whiteqneen .... C7toC8*t. 

BlackUng .... A6loB5. 
8. White queen .... C8toC4t. 

Check^mate. 

F«riattOfi. 

4. Wlute knight fiom £7toC8t. 
BbuOL king A 7 to B 8. 

5. White ki&ht C 8 to D 6 1. 

Kackking B 8 to A 7. 

6. White ki^ht D6 to B5t. 

Check-mate. 
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Mo. 76. 

1. White pftwn fimn C7 to C 8t daimia 

knight and fdvet checkimate. 

BfaM:kkuig A7toA6. 

t. White hiihop B 5 to C 4t. 

Bhckkfaig A6toB7. 

5. Whitobishop .... C4 to D5t. 

BUdt kuig .... B 7 to A 6. 

4. White castle . . . • C 5 to C 6f 
BhKJcking .... A6 to A5. 

5. Whitebisbop F4 to C7t. 

Bhu^ king ..... A 5 to B 5. 

6. White knight C 8 to A 7f. 

Black king B 5 to B 4C 

7. White pawn A 8 to A 3t. 

Blackking ,... B4toA4. 

8. White castle •••• C6toA6t. 

Check-mate, 

Back Game onthe GA Um)e. 

6, WUte knight fnm C 8 to A 7 1« 
Blackking B6toA4. 

7. White bishop D5.to B5t; 

Blackking .... A4toB4. 

8. White castle C 6 to C 4t. 

. . • Check-mate. 

VtBriatian, 

9, White bishop firom B S to C 4t. 
Bbu:kking .... A6toA5. 

3. White bishop F 4 to C 7 f. 

Blackking A5toA4. 

4. White bishop C 4 to B 3t 

BUu;kking A4toB5. 

5. White knight C 8 to D 6t. 

Blackking B 5 to A 6. 

6. White bishop B 3 to C 4t. 

BhK^kking A6toA7. 

7. White castle C 3 to A 3t. 

Check-mate. 



S5 



Batk Game cnlheid tfooe. 

y, Whitxs bishop from F 4 to C 7t. 

Btackking A5toB4. 

4w White liiahop C7toD6t. 

Black king B 4 to A 4. 

5. White casde ' C3 to A St. 

Check-mate. 



Ncn. 

1. White knight irom £ 5 to D7t. 

Black king B 8 to A 7. 

S. White queen .... C 6 to B 7 *t« 

Black kW A 7 to B 7* 

3. White bishop •••• D 1 to F St. 
Black king .... B 7 to A 6. 

4. White pawn B4toB5t. 

Black king A6tDB5*. 

5. White bishop F S to £ tt. 

BhK^kking B5toB4. 

6. White castle CS to C 4t. 

Blackkmg .... B 4 to B 5. 

7. White pawn A 2 to A 4 1. 

Black kmg B 5 to A 6. 

8. White castle .••• C4toC7t. 
BbM^pawn B 6 to B 5. 

9. White bishop £ 2 to B d*t. 

Check-mate. 

S. White bishop from DltoFSt. 

BkKk king .... B 7 to A 7. 

4. White castle C S to C 7t. 

Blackkmg A 7 to A 6. 

5. White bishop F S to £ St. 

Black pawn B 6 to B 5. 

6. Whiteknight D7 to C 5t. 

Black kmg A 6 to B 6. 

7. WJute casde C 7 to B 7 1. 

Check-mate. 
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II0.7& 

1. White cude tnm H5toH7*t. 

Black king B 7 to A 6. 

S. White qaeen F 5 to C 8t. 

Black knight A 5 to B 7. 

3. White queen ..«. C 8 to B 7*t« 

Blackking .... A6toA5. 

4.WhitequecD .... B7toAr*t. 

Black castle < AStoAT*. 

5. White castle H7tDA7»t. 

Blackking A 5 to B 4. 

6. White pawn ...... A 2 to A 3 1* 

Black king B 4.to C 5. 

7. Whitepawn D3 to D4t» 

Black king C 5 to C 6^ 

8. Whitepawn .... P4 to P5t. 
Blackking ..•• C 6 tp C 5. 

9. Wlute pf^wn B 3 to B 4t. 

Check^mate. 

Na 79. 

I.White queen fiom A4toA7»t. 

Black king B 8 to A 7*. 

J. White castle C 1 to A If. 

BhM^kking A 7 to B 8. 

3. White castle A 1 to A St. 

Blackking B8toCr. 

4. White knight C 3 to B 5t. 

Blackking C7toD7. 

6. White castle A 8 to A 7 1. 

BUu:kkins ... D7 to £8. 

6. White hishop £ 4 to G«*t. 

Black king £ 8 to F 8. 

7. White castle H7 to H8f. 

Bbu:k bishop G7toH8». 

8. White kdght .... F 4 to £ 6*t. 
Black kiitt F 8 to 6 8. 

9. White WAop G6 to HTt. 

Check-mate. 
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No. 80. 

1. White castle fix>m B 1 to B7*f. 

Black king C7toB7». 

S. White bishop A 4 to C 6t. 

Black king B 7 to C 7. 

3. White caatle A 8 to A 7 f. 

Black king C7toBa 

4. Whiteowtle A7toB7tj 

Black king B 8 to A 8. 

5. White castle B7 to D7t. 

Black king A 8 to B 8. 

6. White castle D7toD8*t. 

Bbu:k king B 8 to C 7. 

7. White castle D8 to D7t. 

Black king ... ..« C 7 to B 8. 

8. White castle D 7 to B 7t. 

Black king B 8 to C 8. 

9. White knight C 4 to D6*t. 

Blackkiof .m.^. .C 8 to D8. 

ICWhite castle B 7 to D 7 1. . 

Check-mate. 

Variation, 

3. Whitecas^ £rom A8toA7t. 
Black king B7toC8. 

4. WUle knight C4 to D6«t. 

BhK^kking C 8 t^ B 6^ 

5. Whitecastle A 7 to B 7t. 

Black king B 8 to A 8. 

6. White castle . ... B 7 to B 6 1. 
Black king A 8 to A 7. 

7. White kn^;ht ..... P6 to C 8t, 

Clieclc^ioate. 



CHAPTER II. 



Undbr Ais title are oompriaed oartain desteroos mores 
by which a supeiior player who has usually the advantage 
over hb adversaiy, not only in regjud to 8itnatioD» hut in 
tiie mode of playing, proposes to win the game (as not fo 
gtn check mate with such a jnece, nor to play such an- 
odierj &C.), and m de&ult of fblfiUiiy his engagements^ he 
lumself consents to lose the game. 

No. 81. 

1. Whitecastle from F 5 to F 4. 

Black king ..... EftoES. 
S. White king £ 5 to F 6. 

Black kmg £ 8 to F 8. 

3. Whitecasde D5 to D8t. 

Check-mata. 
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1. White caide fiom D5 to Dl. 

BUck king £ 7 to £ 8. 

f. White kii^ £5toD6. 

Black king £8toD8. 

3. White castle F 5 to F 8t. 

Check-mate. 



No. 82. 

1. White£a8tle fiom Hi to H 6. 

BUurkking £5toF5. 

ft. White castle A 1 to O 1. 

Black king .... F 5 to £ 5. 

White castle Gl to G5t. 

Check-mate. 



VariatioiiL 

1. WMte castle from Hi to H6. 
Black king £5toD5. 

2. White castle ..... A 1 to C 1. 
Black kmg D5to£5. 

3. White castle Clto'C5t. 

Check-matiOi 

The check-mate might he equally cfiected hy pbying 
the lint moTe fiom A 1 to A 6. 



No. 83. 

1. White castle firom £ 5 to £ 1. 
Black king £ 8 to F 8. 

2. White castle .... BltoGl. 
Black kuiff F 8 to £ 8. 

3. White castle GltoG8t. 

Check-mate. 
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Variation, 

1. White tuUd from £5 to Si. 
BlMkUng EBtoDS. 

2. White kn&ht £ 1 to C 1. 

Black king « DStoEa. 

3. White cude ...... C 1 to G 8t. 

Qieck*iiMte« 

This moye is extremely ample, and fineqoeatly oocun : 
it should be well recollected in order to gjhre check-mate 
with your castle In the least number of motes. 

Ka84. 

1. White casde from D 5 to B S. 

Bhckking E4toD4. 

t. White knight £ 5 to G6. 

Black king D4to£4. 

3. Whitecastte F 5 to F 4t. 

Check-mate. 

Anathermod€. 

1. White castle from F5toH5. 

Black king £ 4 to F 4. 

f . White knight £ 3 to C 2. 

Black king F4to£4. 

3. WHteeasde ..«• D3 to D4t. 

Check-mate. 



No. 85. 

1. White knight from F 6 to D7t. 

Black king £ 5 to £ 6. I 

8. Whitekn^t •«.. D6toB7. | 

Black king • « . . £ a to £ 7. 

3. Whitcknight .*.* D7 to B6. 

Black king £ 7 to £ d. I 

4. Whitecastle .... D4 to £4t. 

Check-mate. 
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1. White knjglbt fiPDm F6toD7t. 
Black king . . £ 5 to £ 6. 

2. White ki^t ...... D 7 to C 5 1. 

Black kii« £ 6 to £ 7. 

3. White caMle F 4 to F 7t. 

Blackkiog ..•• £7toD8. 

4. White castle ....: F7toI>7t. 

Check-mate. 

t. White kni^t frpm D 7 to F 6t. 

Black king £6 to £7. 

3. White castle ,*.. F4tpF7t 
Bteckkmg .•^. £7 to DA. 

4. White caslie .^.^ f7toD7. 

or 

White kni^ « F 8 tp £ «t. 

Check-mate. 



No, 86. 

1. White castle ftom C 7 to C 8t. 
Black king ••«. A6toA7. 

2. White casde B4toA6t. 

Black king .... A7toB7. 

3. White WAop B5 to C6f. 

Black king B 7 to C 8*. 

4. White castle A6toA8t. 

Check-mate. 



Vttrietum. 

3. White bishop from B 5 to C 6t. 
Black king ..... B7toA6*. 

4. White casde C 8 to A 8 f. 

Check-mate. 

/ 



Now 87. 

1. White Mc^t from B 3 to C 5*t. 

BlackkiDg .••• D3toC4t. 

t. WhitebuAop .... Dl to B3t. 

Black castle £ 3 to B d*t. 

3. White pawn .... AStoB3*t 
Black queen G3 to B 3*t. 

4. White queen .... B 6 to B 3*t. 

Check-mate. 

Mo. 88. 

l.WlutBkni|^ from D4toC6. 

BlackkiDg £ 8 to F 8. 

t. White knight C 6 to £ 7. 

Black king F 8 ta £ 8. 

3. White knight .... £ 7 to O 6. 
BhK^kking £8toD8. 

4. White knight G6 to F8. 

* Black king I> 8 to £ 8. 

5. White knight F 8 to D7. 

Black king .... £ 8 to D 8. 

6. White knight D7 to F 6. 

Black king D 8 to C B. 

7. White knight F 6 to £ 8. 

Black kmg C 8 to D8. 

8. White knight £ 8 to C 7. 

Black king D 8 to C 8. 

9. White knight C 7 to £ 6. 

Black king C 8 to B 8. 

10.White cattle ....: H7 to H 8t. 

Check-mate. 

* If be were to go on square C 8, yon ought to play 
from F 8 to E 6, and be would be check-mated two moves 
sooner. 



CHAPTER III. 

The Game tfihe Pion Coiffi, orprkMeged Pawn. 



This is another sort of fanciful game, by which one player 
engages to giye* check-mate with a particular pawn desig- 
nated at the commencement of the game, upon which a 
coif or distinguishing mark u put. It is usually the king's 
knight's pawn that is selected for the purpose, and tliis 
pawn is ndther to take nor to he taken. 

The games under this denominadon are of two descrip- 
tions : the effect of one is to give check-mate with a pawn 
usually designated, and sometimes at the option of the 
adyersary ; and of the other, not only to gire check-mate 
with a designated pawn, but also to lay yourself und« 
other restrictions, su<ih as not to take any of the adversary's 
pawns. 



44 

No. 89. 

1. White cutle from £4toA4t. 

BUurk queen D5toA5. 

3. Whiteknight B r to C 5t. 

Black castle C3toF3* 

3. White castle C7 to A7t. 

Blackqoeoi A5toA7* 

4. Whitepawd B6toB7t. 

Check-mate. 



No. 90. 

1. White casUe from D5 to H5t. 

BUu^kkiDg ...... H8to68. 

S. White castle £3 to G3t. 

Bbtfk queen C 1 to 05. 

3. White queen B7 to 07t. 

Black queen .... G5 to G7*. 

4. Whit« p»«vn F 6 to F 7t. 

Black casde ^ttoF7». 

5. White pawn .... E6toF7t. 

Cneck«niftte. 



No. 91. 

1. Whiteknight from A6toC7t. 

Black casde C 8 to C 7*. 

1 White pawn D6toD7t. 

Black castle C7teD7*. 

3. WUtekm^t B6 to D6t. 

BlackcasSe D7 to D6*. 

4. White pawn E 5 to D «•. 

5. White pawn D6 to D 7 1. 

Check-mate. 



4^ 

1. White queen firom £5to£7t. 

Black knight B 5 to C 7. 

S. White castle B8toA8t. 

Blackknight .,.« C 7 to A 8*. 

3. White kn^t •... B 6 to D7t. 
Black knight A 8 to B 6. 

4. White pawn A 5 to B6*f. 

Black king . • . • A 7 to A 8, 

5. White pawn B6 to B7t. 

Check*niate. 

No. 93. 

1. White knight from D4 to B 3. 
Black king .... C 8 to B 8. 

2. White cattle Dl to D8t. 

Black king B 8 to A 7. 

3. White kn^t B 3 to A &. 

Black pawn B 6 to A 5*. 

4. White pawn .«.*• B 5 to B 6t. 
Bladsking A 7 to A & 

5. White pawn B 4 to B 5t. 

Check-mate. 

No. 94. 

1. White knight from B 5 to C 7 1. 
Black king £ 8 to F 7. 

2. White knight ..v.. B 7 to D 84- 
Black kmg F 7 to G 7. 

3. White knight .... C 7 to E 8t, 
Black king G7 to H6. 

, White knight D" 



Black king G7 to H6. 

4. White knight D8 to F7t. 

Black king H6 to H5. 

5. White pawn G 2 to G 4. 



Check-mate. 



^6 

No. 95. 
Wkh the CmOei P«0ii. 

1. White Gutle from E t to £ 8t. 
Black king CStoBr, 

2. White casde £8 to A 8. 

Black kuig B7toB6. 

3. White pawn C 4 to C 5t. 

Black king .... B 6 to B 7. 

4. White pawn C 5 to C 6t. 

Bfauik king .... B 7 to B 6. 

5. White pawn A4toA5t. 

Check>inate. 

WUh the BUkoft Pawn, 

3. White pawn from A 4 to A 5t. 
Black king B 6 to B 7. 

4. White pawn A 5 to A 6 1. 

Bhck king B 7 to B 6. 

5. White pawn C4toC5t. 

Check-mate. 

Na96. 

1. White knight from D 5 to C 7 1. 

Black king A 8 to B 8. 

t. White knight B5 to D6. 

Black kmg ... B 8 to A 7. 

3. White knight D6 to C 8t. 

Black king A 7 to B 8. 

4. White king C 6 to D7. 

, Black king B 8 to B 7. 

5. White pawn A 5 to A 6t. 

Black king B 7 to B 8. 

6. White pawn A 6 to A 7 f. 

Black king B8toB7. 

7. White pawn C5toC6t. 

Check-mate. 
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No. 97. 



1. White bishop from DltoFSt. 

Black king ...... D 5 to £ 6. 

9.^Vhite queen ...• D3 to G6t. 

Blai^kking £6toD7. 

3. White queen . • . . G 6 to F 5 1. 
Black king D7to£8. 

4. White pawn .... C 5 to C 6. 
Black kuig .... £ 8 to D 8. 

5. White pawn D4 to D5. 

Black king D 8 to £ 8. 

6. White bishop .... F 3 to £ 4. 
Black king £ 8 to D 8. 

7. White pawn C6toC7t. 

Black king D8to£8. 

8. White pawn .... D6 to D7t. 
Black king £ 8 to E 7. 

9. White pawn D5 to D6t. 

Check-mate. 

woriatiotit 

3. White queen from G 6 to F 5 1. 
Black long D7 to D8. 

4. White pawn .... C 5 to C 6. 
Black kuig .... D8tD£8. 

5. Whitepawn D4 to D5. 

Black king £ 8 to D 8. 

6. Whitepawn C6toC7t. 

Black king ..... D8toE8. 

7. Whitepawn D6toD7t. 

BhKkking .... £8 to £7. 

8. Whitepawn .... D5 to D6t: 

The move by which check-mate, with one of the other 

pawns, at the option of the black, is obvious. 
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No. 98. 

1. White castle finom D4 to H4. 

Black k!i^( ...... G8tDH8. • 

2. White castle H4 to H5. 

Black ku« HdtoOS. 

3. Whiteqocen ...• EttoFTf. 
Black king .... G8toH8. 

4. llVliite queen . • . • F 7 to O 6. 
Black pawB H7 to 06*. 

5. White pawn ...... H6 to H7. 

Black pawn .....* G6 to H5*. 

6. White king ...... F 6 to G 6. 

Black pawn .«.. . H5toH4. 

7. While kins G 6 to H 6. 

Black paimi H4toH3. 

8. White pawn G 5 to G 6. 

Black pa«m H3 to U2. 

9. WUteptwn .... G6 to G7t. 

Check-mate. 

No. 99. 

1. White quoea £»b F 3 to F 8t. 

Black lanff H8 to H7. 

9. White hishop ...... £ 2 to D3t. 

Black pawn G 7 to G 6. 

3. Whitecasde A 5 to G 5. 

Black pawn .... H6toG9*. 

4. White pawn H5 to H6. 



5. 



r« VTUAU; |»fav>s. ■••.»• AM ^ I.V AA W« 

Black pawn ... ... G5 to G 4. 

J. White biahpp D3 to £4. 

Black pawn ...... G 4 to G 3. 

6. White bishop E4 to G2. 

Black pawn .... G 6 to G 5. 

7. White qneHi •... F 8 to F^. 
Black king H7 to G8. 

8. White bishop G2 to £4. 

Black pawn Q 3 to G 3. 

9. WhitejMiwn H6 to H7t. 

Check -mate. 
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7. White queen fiDom F 8 to F 6. 
Black pawn G5toG4. 

8. White bishop G 3 to £ 4t. 

Black lung H7 to G 8. 

9. White pawn .H6 to H7t. 

Check-mate. 



No. too. ^ 

1. White bbhop from F 1 to HS. 

Black kmg A 8 to B 8. 

S. White knight B 1 to A 3. 

Blackking* B8-toA8. 

3. White knight A 3 toC 4. 

Black king A 8 to B 8. 

4. White knight C 4-tD B 6. 

Blackpawn ArtoB6*. 

5. White bishop .... C 1 to F 4t. 
•Blackking BStoAT. 

6. White bishop H 3 to € 8, 

Blackking A 7 to A 8. 

7. White bishop C 8 to B 7t 

Black king .... A 8 to A 7. 

8. White bishop F 4 to £ 5. 

Blackpawn B 6 to B 5. 

9. White bishop £ 5 to D4t. 

Blackking A 7 to B 8. 

lO.White pawn A 6 to A 7 f. 

Check-mate. 



* Were he to phy on aqiare A 8, he wonid be check- 
mated one more fooner. 



CHAPTER IV. 

Cff Slale-maies ai ike ordmary Game. 



S0M8TIHB8 in the ooone of a game, a player wiU happen 
to be 80 mferior to his advorsarj 1x>th in regard to the 
namber of pieces and situation, that he has no hopes <^ 
ninning, nor even of obtajning a draw by a sucoesai^ ex« 
change of pieces. In such a case it is that a good j^yer 
eodeavoors to repair his errors by striving after a stale- 
mate. He then • sacrifices his pieces and ^v«s up lus 
pawns, or advances them into, jitnations where they can 
no longer move, so as to have nothing I^ to play bat his 
king. Nevertheless he should generally preserve hb queen 
or castle, both for the purpose of concealing, and for bet- 
ter effecting his project , And liftfer placing his Jdng in a 
situation of stale-mate, he is to pursue with ids piece the 
adversary s king, and compel him to take, unless he choose 
to submit to a perpetual check; and thus is the daring 
enterprise frequently crowned with success. 
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No/l<»9. 

In this situation the game will be unavoidably a drawn 
one, whoeTer has the move ; for the white by keeping his 
eastle on the knighfs line will prevent the black kmg from 
paanngy and if the black takes the bishop's pawn with his 
qneen, the white castle will ^ve perpetual check, and the 
Uack king cannot take the castle without giving stale-mate 
to the white. 



No. 104. 

1. White castle from 07 to H7t. 

Blackking .... H3 to 03. 
3. White castle H 7 to £ 7. 

Black king . • • . £ 8 to £ 7 *. 

Stale-mate. 

No. 105. 

1. White bishop firom A 5 to B 62 

Black castle A 3 to A 1. 

3. White Inshop B 6 to 01. 

Blaek castle AltoBl^ 

Stile-mate,^ 

^ Bach Game ohike9d Move. 

3. White bishop from B 6 te G 1. 

Black castle A 1 to A 2. 

3. White bishop ••.. Gl to D4. 
Black castle A 3 to A 1. 

4. Whitecastle ..•• BltoAl*. 

Black pawn B2toAl*t chums 

queen and will win. 

5. White bishop D 4 to A 1 *. 



u 

1, White liiahop from A 5 to B 6. 
HlKkkiog .... C6IdB6^ 

f. WbitecaiHe ...... B 1 to B ft 

A dimwn gtme. 



1. White khig from C 9 to B S. 

Black pawn A 3 to A S. 

f. White king B 3 to C f . 

Black knidit ...... £€ to D4t. 

S. * Whttelui^ C 2 to C 1. 

A draws 



* In this situation the while kbg will constuitly i 
tain huDself on the fiiit anA seeoni aqqares of lU faidiop, 
80 that it wiU not be m the power of the black kni^t to 
diakdge lum; but if tlie koight should happen to be upon 
a blade sqnafe, he would arme upon the square D 4 when 
the white king is upon C 1^ and would oanaeqoeotly pre- 
vent the king from ooQiipyiagtIieBqiiaieCft w^oh weidd 
give to the black the game. 



Sft 



Mb* Mfft, 

1. White km^t ftmn GStbET, 

•BlackpawB ..... P6 1dD5. 

3. White knight £ 7 to C 6. 

»ackpawn I)5toC4*. 

3. Whitekmg CS*toC& 

Blackqueeo C7 to G7i 

4. White kiDg C » to C 4» 

tBhMik queen G7to05*. 

^If he takes one of the two faults, jou woukl pve 
liim check with your btsbopi anA afterwards donbie check 
with tiie other kni^ wh^iviMiM gun the queen and the 



t In tliis state the gaae is Arawn, you will play yonr 
king around your kdigtaiAd the .black Inng iMhemg 
able to pky, he ^ hfe compelled to gi^ yoo (idpetuAi 
dwck with his quaenk 

1. WUte castle fimn P 1 to F 8t. 
'Black long .^t.. BQto.Af« 

2. White casthe .••».» FQtpASt* 
Black khig .... A7teA6*. 

S. White qneen ••k* B4toF8t* 

Bktkldng A 8 to A 7. 

4.Whiteqaeen .... F8tDC5. 

fBlackqneen G5toC5*. 

Stale-mate. 

t If he does not take the queen, yon will take his 
biAop^s p^wi^ and gi?e him perpetul check. 



§6 

Na 109t 

6. White faiahop from B S to F 6. 

BlKdLkiQR £4toD3. 

S. White biabop F 6 to C 3. 

BbdL pawn .... C 6 to C 5. 

3. White bishop C 3 to B 3. 

Black pawB C 5 to C 4. 

4. Whitebiahop .... B 2 to £ 5. . 
Black pawn C4toC3. 

5. White bishop £5 to C^*. 

Bbckking I>3toC3*. 

Stale^nate.' 

No. 110. 

1. White knight from E 3 to C St. 
Bhudc king B 4 to B 3. 

2. White knij^t C 2 to A 1. 

Black king .... B 3 to B 2. 

S. White king .... £ 1 to D 2. 

Black king B2toAl*. 

4. White kmg D2 to C 1. 

Black pawn C 7 to 6. . 

5. White king C 1 to C 2. 

Black pawn C 6 to C 5. 

6. White king C 2 to C 1. 

Black pawn C5toC4. 

7. White kmg C 1 to C 2. 

Blackpawn .... C4toC3. 

8. White king .... C 2 to C 1. 
Blackpawn G6toG5. 

9. Whitepawn ..,.,• H4toG5^, 

StBle4iMte. 



CHAPTER V. 

Of eon^f^Hng a Player to give Siale'^mate* 



This is aopdier of those fimdful agreement! which 
players, in the progress of the game, sometimes enter into: 
namely, one player compels the other to give him stale- 
mate, or in default to lose the game. 

To accomptish this kind of stale-mate, it Is neoessaiy 
to have one of your pawns upcn one of the lines of the two 
castles^ or else to detain one of your adversary's pawns 
upon the line of a castle or of a knight, and then place 
yoor men in a ntuation similar to those given in the fol- 
lowing examples. 

It happens sometimes that you may not have been 
aUe to preserve dther of your castle's pawns, and that 
neither are there any of the adversary's situated upon the 
tines of the castles or knights; in which case it is necessary 
to endeavour to bring one into such a situation (in order 

h 
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aot«»loietlMfyBe),«iidtUtittlMmijtOfiiceeed: yoa 
Me to flop the pr o g w of tiie pswn, wfaidi yoa want to 
ttttt your pnrpoKy and aftflfwirdt yoa fixoe tbe pami to 
take ODe of your pewni or piecei, and thereby bring Uin 
Dpon the Une in order to compel your advemiy to gjnre 
yon ittle-OMta. 

Itie to be observed that tliere are not more than throe 
■toations by which die preacnt object can be obtained ; 
and m areofwr , that it cannot be at all effiected onicM yqn 
hattaqneen. 



JSUk 111. 

1. White queen from B 8 to B 7t. 

Black Inng A 6 t6 A 5. 

$• White queen B 7 to B 6t. 

BlacLkuig A5toA4. 

3. Whit castle B 3 to A 3.t. 

Black king A 4 to A 3*. 

4b White queen B 6 to B 3t. 

Slack Imig A3to93*. 

Stale-mate. 

No. lis. 

1. White hiahop from D 8 to F 6. 

BhKrkking ...... HTtoHO. 

f. White queen ...< 04 to OTt. 

Black ki% H^toH5. 

3. White bbfaop F 6 to H4. 

Black ki&g H5 to H4*. 

4.Whiteqaeen G7toQ6. 

Black king H4 to HS. 

5. White queen G6 to G3t» 

Black Imig H3 to OSt. 

Stde-mate. 

N<^ 113. 

t: White king from H Q to G 7. 

Black krag ....i. C 8 to D 8. 

f. White khq; ...... G7toG8. 

Black king B8 to 09- 

3. White king G 8 to H 8. 

Black kii^ ..... C 8 to p 8. 

4. White qOQen • • • • A 7 to B 7- 
Black loDg D 8 to £ 8. 

5. White queen ,...*. B 7 to C 7. 
Black king £8toFlB. 

6. WhiteqoQ^ ,^ ^^ C7teF7t. 
BhKkauDg F8toF7*. 

Stale-mate. 



00 

Ko.114. 
\ from Dl to A4t. 

L6. 



1. White queen from DltoA4t. 

BhekUng A8toB8. 

f. White qoeen A 4 to A 6. 

BUckpewn C7toC6. 

3. White pawn B5 to B6. 

Black pawD C 6 to C 5. 

4. White king EltoDS. 

Black pawn C 5 to C 4. 

5. White queen A 6 to B 5. 

Black pawn C 4 to C St. 

6. Wliiteking Df to Ct. 

Black king B 8 to C 8. 

7. Wliite queen B 5 to D 6. 

Black king C8tpB8. 

8. Whitequeen D5 to D8t. 

Black lung B 8 to B 7. 

9. White queeo D 8 to C 7 1* 

Black king B 7 to A 8. 

10. White pawn B 6 to B 7t, 

Black king A 8 to A 7. 

11. White pawn B7 to B 8 claims queent 

Black king A 7 to A 6. 

12. Whitequeen C7 to B7t. 

Black king A6toA5. 

13. White qoeen B 7 to B 1. 

Black king A 5 to A 6. 

14. White qoeen . .«. B8toB7t,' 
Black lung AS to AS. 

15. White qoeen • • . • B 7 to B 6t. 
Black king A 5 to A 4. 

16. Whitequeen B 1 to B S. 

BhMikpawn CStoBf*. 

17. White king C t to B 1. 

Black king A4toAS. 

18. Whitequeen B6 to BS. 

Bku^loog A3toB3*. 

Steie>aate. 



CHAPTER VI. 
Of the losing Game, 



In this case two players agree that the game shall be 
deemed to be woa by the player who may soooeed in 
oompelling the other to give check-mate, which is quite 
the contrary to the usual game. 

This check-mate is for the most part efiected by an 
adversary's pawn which should be coodocted, and made 
to change his line, by the same kind of manosuvre as al-' 
ready adverted to in the preceding chapter. 

When such pawn is arrived On the square next to that 
where he is to give check-mate, the adversary's king is to 
be placed in a ntuation of stale-mate, when a piece is to 
be given to the pawn, who bemg supported by his Idpg, 
IS compelled to g^ve checkHDate. 

This kind of check-mate is rarely to be accomplished 
by a piece, of which, neverdieless, two instanoes are given; 
but tlwse instucei could not have been derived from ac- 
tual occ ur rence^ at play. 



6f 

1. MThite knii^t firem £3 to 04*t. 

Bbck bUhop C 8 to G4* 

9. White knight G 5 to Hd*t. 

Black bishop G4 to H3*. 

3. White queen ...• £4 to Gft. 

Blackbishop HStoG9*t. 

Chflck-mtte. 

1. White castle from F 7 to F 8t. 

Bhck knight F 6 to G8. 

f. White king H 4 to H 5. 

BhK^L pawn A 4 to A S. 

S. White pawn H f to H 4. 

Black pawn .... A 3 to A f* 

4> White caalie .»».,. F 8 to A 8. 

Black pawn A 9 to A 1 daimi queen 

•(.White cattle A8toAl*. 

Bbckcafde Q8to?6t. 

Cbeck-i 



No. iir. 

1. White qneen from F 3 to F 4. t 

Black king H4 to HS. 

9. Black biahop £ 3 Ip Ql. 

Black pawn F 6 to F 5. 

3. White queen . • . • F 4 to (Gr iL 

Blackpawn •••• r5toF4 

4..White kiOght .*.... G 7 to F 5. 

Plack pawn F 4 to F 3. 

5. White queen ...... G5 to Off. 

Black pawn F S to 0^*|. 

Cheek-mjito. 
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J9b. 11& 

I. WUteqvedi fiom I" 8 to D6t. 
BlackpawB ' C7to.D6*. 

3. White castle A4to.F4w 

Black pawn ..... D6 toD5» 

3. White knight F 6 te.£4K 

Black pawn D 5 to £ 4*« 

4. White bishop C 1 to £3. 

Blackpawn £4toF3*. 

5. White kiiight Dl to F f. 

Blackpawn F3toG3*f. 

Check*iDa(e. 
No. 119. 
1. WUte qoeen fipoili C 3 to F d. 

Blackking F8toG8. 

ft. White king H3 to 04. 

•Blackking .*.• G8toF8, 

3. t White castle ..... £l.to£3. 

Blackkmg F8toG8.. 

4. White castie ...... £ 3 ta £ 8t. 

Blackking G8toH7. 

5. White queen F 6 to £ 7. . 

Black king .v...; H 7 to G &^ 

6. White knight US toF4t. 

t Blackking G6toG7i 

7. Whitektog ...... G4toH6. 

Blackking G7toH7. 

8. White pawn •••• G8to64. 
Black k]i% H7toG7^ 

9. White knight *. F 4 to D 5. 

Black kuig Q7 to H7. 

10. Whitecastle •••• £8 to D8. 

Blackking 4... H7toG7. 

II. White queen £ 7 to F 6t 

Blackking .... G7toH7. 

!«. White queeb F6 to G6t. 

Blackpawn F7toG6»t. 

Check-mate. 

• If he mores finomGS to H 7, the following move will 
be the same. 

t You move thus to. gain time. 

t If he phgred on the square H 7, he would be cheek- 
Bated one move sooner. 
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New ISO. 

1. White cuUe imm £ 1 to £ 2. 

Black Ung B llo A t. 

S. White queen F 6 to F 7t. 

Black king A S to B 1. 

t. White caade .^. . C 8 to C It. 

Black king B 1 to A S. 

4. White bishop B 2 to £ 5 1* 

BhM^k king A S to A S. 

5. White queen F 7 to A 7 1. 

Black king AStoB4. 

6. White queen . . . • A 7 to D 4 1. 
Black king B 4 to A 5. 

7. White queen D 4 to B 2. 

Black king .... A 5 to A 6. 

8. White bishop. • . • E 5 to F 4. 
Black king A 6 to A 7. 

9. White bishop F 4 to D S. 

Black king A 7 to. A 8. 

10. White caatle £ 2 to £ 1. 

Black king A 8 to A 7. 

11. White knight G 1 to £ 2. 

Black king A 7 to B 7. 

It. White queen B S to O 7t.' 

Black king B 7 to A 8. 

13. White queen G7 to F 8t. 

Black king A 8 to B 7. 

14. White qneen ...... F 8 to £ 7t. 

Black king .«.. B 7 to A 8. 

15. White queen £ 7 to D8t. 

Black lung A 8 to B 7. 

16. Whitecastle ...• C 1 to C7f. 
Black king B 7 to B 6. 

17. White queen D8 to D6t. 

Black king ...... B 6 to B 5. 

18. White castle C 7 to C 6t. 

Black king B 5 to A 4. 

19. White queen .... D 6 to C 6 1. 
Black king A 4 to A 3. 

to. White castle C 5 to A 5t 

Black king .... A 3 to B 2. 

21. White queen C 6 to C 2t. 

Black pawn BStoCl^f. 

Check-mate. 

THE KND. 
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